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GRAPHICS AND ACTION FROM STUNNING NEW TITLES 



48K Spectrum and Commodore 64 




PRESENT 
LEE MAJORS 




First we jolly well put everything you need to 
start home computing into one box. 

Then we placed an obligingly low price on it all: 
under £140 for a computer, cassette unit, a super 
programming course and 4 great games programs. 

Boys and girls (of all ages) will just love the 
Commodore 16 Starter Pack! 

The computer has a 16K memory, real type- 



writer keyboard, 121 colours IF and also superb 
sound and graphics. 

It uses BASIC (this is the language in which 
you and the computer"talk"toeach other, right-ho?) 

The BASIC used by the Commodore 16 is very 
advanced, yet really simple to use. This is because 
it gives you more programming commands. 

But just in case any of you fellows do have any 




difficulties, we also provide you with a Help JF key. 

This helps to sort out programming errors by 
showing you exactly where you went wrong. 

So you can get more out of your Commodore 
16, the Starter Pack also includes "Introduction 
to BASIC," a guide to programming that any silly 
chump can follow. 

And so you can get more enjoyment, there are 



four jolly good and splendidly challenging 
games: X-Zap, Punchy, Picture Builder and Chess. 

If you are thinking of starting home 
computing, there has never been a better time 
than now, with the Commodore 16 Starter Pack. 

No matter what age you are, old thing. 

^commodore 
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Death pit takes you deep down 
to a tangled labyrinth of dank tunnels. 
Struggle through spider infested corridors, 
past bats and mutant life forms. 

Dig through the rockfalls 
(you remembered a spade?) 
and bravely plunge into the dark water 
of flooded caverns. 

The tension grips, 
your pit light fades 
and before you waits the Guardian. 

After this last gruesome trial 
will you still have strength enough 
to return? 




screen shots from Spectrum 48K. 



Sounds tricky? -well it is and we haven't 

told you half of it. 

DEATH PIT-another high quality machine-code 
game from Durell. 

Available now from most retail outlets for the - 
48K Spectrum, BBC, Commodore 64, and Amstrad 



DURELL sales dept. Castle Lodge, 

Castle Green, Taunton, Somerset TA1 4AB 




Will you be the first Earthling to win apla \ 



Acomsoft are issuing a nationwide challenge 
to all Acorn Electron and BBC Micro users. 

It’s the challenge to join a new and exclusive 
group of computer games players: The Elite. 

With 3-dimensional graphics. Elite is a game 
which is light years ahead of any other. 

It strictly defines the rank of each and every 
player. 

As your prowess improves, you move into 
higher ranks. 

But make no mistake, to reach the top rank, 
your performance must become exceptional. 

Then, and only then, will you qualify to call 
yourself a member of The Elite. 

From harmless, you must become lethal. 

In Elite, all players start as equals. 

With the initial rank of “Harmless” you will 



embark upon an experience unlike any that you 
have known before. 

You will be a space trader who roams the 
universe, making your living from buying and 
selling the cargo in your Cobra space craft. 

On your travels, you will encounter aggressors 
who are eager to put an end to your dealings. 

Only the fittest will survive. 

As you establish yourself as a survivor, you 
will win the right to a higher rank. 

In all, there are nine, from “Harmless” to 
"Elite"" And your computer will continually tell 
you where you stand. 

Trade with 2.000 planets in ei ght g alaxies. 

Besides survival, your success also depends 
on the rewards you reap from the cargo that 







ce among the Elite? 

That cargo can be anything from foodstuffs 
to contraband. If you decide to trade in contra- 
band. the rewards will certainly be higher. But so 
will the risks you take. 

To ply your trade, you can dock at any of 
2,000 planets in eight galaxies. 

However, before you dock, you must use your 
wits to assess the planet’s political climate and the 
perils which may be waiting for you. 

Also, in any ol the eight galaxies, you may 
| find yourself being asked to perform actsof con- 
siderable heroism and selfless courage. 

Although these will bring you into danger, 
they can bring considerable rewards too. 

We 're waitin g to reco g nize vour skills. 

Achiev ing higher status in Elite will tax your 
skills to the limit Which is why you must down- 




load your game onto cassette or disc each time 
you take a break from play. 

When you reach the rank of “Competent” 
or higher, you should send us the secret code 
number revealed to you by your computer. 

We will send you in ret urn a special document 
which certifies your achievement. And you stand 
to win a valuable prize. 

Are you ready to 
accept the challen ge? 

Eliteis available on | 
both disc and cassette 
for the BBC Micro and 
on cassette for the Acorn | 

Electron. 

With either, you will get "Elite: The Dark 
Wheel}’ a compelling novel which sets the whole 
mood of your adventure. You'll also gel a flight 
training manual which will get you fit to roar into 
the unknown in your Cobra spacecraft. 

Your Acornsoft dealer now has the entire 
package at £14.95 on cassette, or £17.65 on disc 
(lor the BBC Micro) and £12.95 for the Electron. 
For the address of your local stockist or to order 
by credit card simply ring 0933 79300 during 
office hours. 

Alternatively, you can order by post from: 
Acornsoft, c/o Vector Marketing, London Road, 
Wellingborough, Northants NN8 2RL 

You can also get a free Elite poster by ringing 
0933 79300. 





A character you can really control, reacting realistically 
3 every twist of the joystick, as he jinks and leaps in and out 
of his 3D background. v 



I enclose a Postal Order/Cheque payoble to Beyond, or charge my credit card 



Beyond Competition House, Fomdon Rood, Market Harborough, 
Leicestershire LE19 9NR 



They have manipulated 
man for tens of 
thousands of years. 
Only now have we 
discovered it . . . 
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The SWAG-man's on the job to burgle 
the millionaire’s mansion. It’s full of 



ie ULTIMATE ^ircade adventure 

U\ ICUO/Zv/aKIA 



SWAG is available now! On high speed loading 
Cassette or Disc trom all good software outlets or direct 



beautiful, valud^je SWAG ready for 
nicking! Unfortunately, he’s gate- 
crashed a fancy dress party and the 
guests are in pursuit. 

Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAY OUT! V- 





Last month each Software Club Member took a share of 
£ 1 0 worth of discounts on the very latest top quality 
programs and accessories . . . 

ARE YOU STILL BUYING 
YOURSOFTWARE 
THE HARD WAY? 
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\Pf * r ' Ghostman 



SNOOKER 



THEN GO ON TO MAKE HUGE SAYINGS ON AROUND 40f> OTHER TOP TITLES EACH MONTH 
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for deal 



| Please send me a copy of: % 

| FAHRENHEIT 3000 □ £5:95m>:spec 

I AMERICAN FOOTBALL □ £6:95 SPEC 
THE MAGICIAN’S BALL □ £9:95 CBM M 



Ring Round 




Seeing is 

See the pack- see the screen-see the game. 
See the difference the moment you pick up one 
of the games from Firebird’s new Silver Range. 

The difference is that our packs show the high 
quality you’ll see on the screen when you play, 
so you know exactly what you’re buying. 




MR. FREEZE 

Mr Freeze is laced with a real 
challenge. Armed with a flame thrower 
he has to determine a route through 
the fridge and de-ice each of its six 
compartments. This involves jumping 
over ice cubes and gaps between the 
shelves, and avoiding flying food, 
lasers and guardian robots, 'ibu'll 
need all your cunning, timing and skill 
to prevent Mr Freeze from being 
turned into ice. B-R-R-R!!! 



VIKING RAIDERS DUCK! 



THRILL to the Vikings' exploits In this 
highly original war game. SAIL the 
Fjord in search of treasure and 
adventure. LEAD your armies in raids 
on enemy castles, CURSE at the 
uncontrollable antics of drunken 
Norsemen. MAY ODIN PROTECT YOU! 
For 1, 2, 3 or 4 players (any 
combination of human and/or 
computer controlled Viking armies). 



Farmer Tubby is out to bag a few 
ducks, and maybe a swan, for his 
dinner. His trusty blunderbuss is small 
comfort against some of the zany 
hazards and surprises he encounters. 
Can you help him? This is the ds 



Look out for these games in the FIREBIRD silver range at selected high street stores. 

SPECTRUM: THE WILD BUNCH BOOTY MR FREEZE TERRA FORCE VIKING RACERS MENACE EXODUS RUN BABY RUN CRAZY CAVERNS 
COMMODORE 64: BOOTY MR. FREEZE EXODUS HEADACHE ZULU 
VIC 20: SNAKE BITE MICKEYTHE BRICKY. 

B8C MICRO B: BIRD STRIKE GOLD DIGGER ACID DROPS DUCK! 




believing 

The same high standard applies to all twenty 
games in the range and all are available at the 
remarkably low price of 

£ 2.50 




ntrScBiiSEl 



SOFTWARE 



The new range from British Telecom. 




You’d better believe it!!! 



FIREBIRD SOFTWARE. WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL TEL: 01-379 6755/5626 
Firebird and the Firebird logo are trademarks ot British Telecommunications pic. 




COMMODORE 64 

790 



COMMODORE 64 

790 



Ocean House 6 Central Street Manchester M2 5NS Telephone 06 1 832 6633 Telex 669977 



Ocean Software u available from selected branches of WOOLWORTH w I [SMITH, .'XBESHI LASKYS Rumbelows and Spectrum Shops 
Spectrum Shops and all good software dealers. Trade enquiries welcome 
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Make new friends, 




WithMirrorsoftga 

make loads of new friends like Mr. Bounce 
and Ceasar the Cat Or, now. like 
Or Frankenstein, you can create your 
very own monsters and aliens. As well 
as friends and heroes to defeat them. 

GAMES CREATOR 

Invent your own games, As simple or as 
complex as you care to make them. The only real 
limit ts your imagination 

For the C8M64, the Games Creator comes 



tte for the CBM64. £1295. 

STAR EGGS 

A space fantasy Earth is threatened by attack 
from Alien lifefoims hatching out in space. You 
must first overcome the Guardians. Then mto the 
Hatchery up and down escalators and ladders to 
crack the eggs before the aliens escape. 

On fast loading cassette for the C8M64. £6.95 

CATASTROPHES 



paradise. But you have to move fast and design 
your building carefully because earthquakes, floods, 
storms and lightning can stnke at any moment. 

cassette for the CBM64 £695 



enemies. 






and the Mr. Men. Bu. „ 

a kids’ game. FarfromitThereare four main 
screens each with eight levels of difficulty and 
complexity Don’t worry there's also a practice 
program with slower speeds. 

On cassette for the BBC B. £695 




!>'■ ' ' ■ al 



SOFTWARE FOR ALL THE FAMILY 

Available from Boots, WH. Smith, Spectrum and all 
good software stockists Wnte for a free catalogueto. 
Mirrorsoft, Holbom Circus, London, EC1P 1DQ. 
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All the latest noises in the 




Keyboard package 



No, it’s not a QL for midgets, thing which feels even worse Chequered Hag. Chess. 
it’s Sir Clive's 'new' machine, than the Ql- and nowhere, Mahe-a-Chip. Vu-'SD and 
the Spectrum Plus. near as good as keyboards Tasword 2. 

Plus what? Not a lot really, available from independent The Spectrum Plus costs 
Inside that sleek black casing suppliers (see this month's £179.95 The 48K Spectrum 
beats a good old-fashioned peripherals feature). costs £129.95. Buyers will 

Spectrum, running good old But. as well as reset but- have to ask themselves 
fashioned Spectrum soft- tons, a separate delete key whether they really want to 
ware. and fifteen other new keys, spend an extra £50 for the 

The obvious difference be- the Plus comes with £50 of Spectrum Plus keyboard and 
tween this and previous Spec- software - and it’s probably free software. The alternative 
trums is the keyboard - which this innovative feature that is to buy the old Spectrum 
has always been the feature will tempt the prospective and spend the £50 on a better 
most criticised. Unfortunate- buyer. Included in the pack- keyboard from an indepen- 
ly. Sinclair have fitted some- age are Psion’s Scrab hie. dent supplier. 




electron add-on 



Oric tum 
to Europe 

Orie’s difficulties in 1984 - 
considerable debts, suits and 
counter-suits in the courts - 
have led the company to 
admit defeat in the UK and 
focus its attention on the 
European market. 

This means that the release 
of new games from Ransoft. 
the software house now own- 
ed by Oric, is being delayed i n 
this country while transla- 
tions are made for the conti- 

Oric’s marketing manager. 
Terry Shurwood. said the UK 
has not been particularly re- 
ceptive to the Atmos.' This 

Atmos tumbling from £180 to 
under £100. Oric’s share of 
the market sticking at around 
3%. In France, though, Oric 
has around 50% of the home 
computer market. 

British Oric/Atmos owners 
can't expect to see Tansoft's 
new' games until the end of 
November at the earliest. 

Although Tansoft will con- 
tinue to produce software for 
the Oric/Atmos. other soft- 

that they would stay with the 
machine. Ian Sinclair of IJK- 
producers of Oric blockbus- 
ters Xenon 1 and Zorgon’s 
Revenge - said the company 
would be releasing more titles 
before Christmas but was not 
sure of writing any more next 

The only good news for 
Oric owners in Britain is the 
launch of Orpheus, who are 
kicking off with three new 
48K games. 



Buzb/s games 

British Telecom have ven- 
tured into the software mar- 
ket under the name of Fire- 
bird Software. They have 
launched 20 games for the 
Spectrum, Commodore 64, 
BBC and Vic 20, all of which 
will retail at £2.50. 

The games are known by 
the collective name of the 
Silver range and nine of them 
are for the Spectrum. The 
games should be available 
now at many high street out- 

viewed in our January issue. 

92 PC COMES 



Pirate deterrent 

The battle against software 
piracy goes on and right in the 
forefront are Software Pro- 
jects. The company are not a 
member of the Guild of Soft- 
ware Houses and as an inde- 
pendent want to act very 
positively to stamp out mass 

The company's latest re- 
leases are all on light blue 
tapes and wrapped in a cel- 
lophane cover with a tear 
strip bearing their name and 
logo. These two features will 
be extremely difficult and ex- 
pensive for pirates to repro- 
duce and. more importantly 
from the company's point of 
view, will enable Trading 
Standards Officers to track 
down the pirates and bring 

easily and quickly. 

Colin Stokes of Software 
Projects said that he was al- 
ready aware of several cases 
being brought by the Trading 
Standards Office and that he 
‘may be spending most of 
1985 asa witness' 



Sore-fingered Electron own- 
ers will be pleased to hear of 
another joystick interface for 
the machine from Power 
Software. 

This plug-in cartridge costs 
£24.95 and will connect any 
Atari-type joysticks 'on vir- 



tually every.- game, whethc 
written for joysticks or not*. 

At the same time Power ari 
bringing out a BBC softwari 
utility called Frantic Finger ; 
which enhances joystick anc 
keyboard control in the Beeb 
This will retail at £3.99. 

DECEMBER 1984 




FROM RECORD 



TO CASSETTE 

You’ve heard the record, 
you'll sec the movie and now 
you can play the computer 
game. Ghostbusters. the 
game of the smash hit US 
film, is now available from 
Activision on the '64. Spec- 
trum and MSX machines at 
£10.99, £9.99 and £1 1.99 re- 
spectively. 

Ghostbusters has been 
programmed by David Crane 
of Pitfall and Decathlon 
fame and has been released to 
coincide with the film's 
launch in Britain at the begin- 
ning of December. Activision 
are mounting a big publicity 
campaign to promote the 
game and expect it to go to 
number one in the charts. 



NEW GAMES 
FOR NEW NAME 

A new name in the industry is 
Sterling Software who have 
released three games, includ- 
ing one title on the Amstrad. 

The latter is called Country 
Cottages in which you play 
the part of a landlord buying, 
selling and renting property 

game is also available on the 
Spectrum at £5.95 with the 
Amstrad version costing 
£7.95. 

Orpheus in the Under- 
world is an arcade adventure 
on the Commodore 64 for 
£6.95 and Assignment East 
Berlin is a text adventure for 
the Spectrum for £5.95. 



On the BBC they have The 
louse Lord, an arcade game 



Rocket Raid. In the 
: you play the part of the 
eman Aldric, who has to 
ve ‘the Messenger's ride’, 
id only with his sword 



The game should be in the 



On the Spectrum Century 
re bringing out Leg end. an 
dventure game based on the 
tntasy novel by David Gem- 
rel. The program comes in 
vo parts and the package 
tcludes a copy of the book. 
Legend features animated 
aphics, 120K of text and 



The package will 



CHEAP TAPES 



Century have also pro- 
Mastertronic have released duced three arcade games on 
four more games, two are the Spectrum - Scuba 
conversions of Commodore Attack. Tachyon Command 
64 games for the Spectrum and Warlords - which should 
while the other two are ori- all be in the shops now at 
ginal games for the 64 and the £6.95 each. 

BBC. Commodore 64 owners 

Starace is the new 64 game can expect to see Skyline 
and Challenger is for the Attack in the shops at the end 
BBC. The two conversions of November. The program is 



Baltlecars is set i 



FIVE FOR MSX 

Mr. Micro have converted 
five of their titles to run on 
MSX machines. Crazy Golf, 
Humphrey, Cubit, Zakil 
Wood and Punchy are all in 
the shops now and change 
hands for £6.90. 

THREE CONVERSIONS 

Mogul are converting their 
Commodore 64 titles for the 
Amstrad. Eire Ant is available 
now while Zeta 7 and Mur- 
phy are expected to be in the 
shops soon. All three games 
should cost £7.95. 



WAR GAMES 

Games Workshop, the people 
who first introduced the role 
role-playing board game 
Dragons, arc moving into the 
computer games market. 

Their first releases, Battle- 
cars and D-Day, should be in 
the shops now for both the 



2081. The player has to build 
a car, arm it and then take on 
a hostile warrior. D-Day is a 
two player war game set dur- 
ing the Normandy landings of 
1944. The players take Ger- 
man and Allied sides and 



TV GAMES f 

DK'tronics have launched C 
Home Sweet Home, a game c 
featuring those cartoon k 
favourites Popeye, Olive Oil ii 
and Bluto. The game casts the I' 
player as Popeye and lakes 
place on a building site where I 
he is trying to build a home b 
for Olive and Sweet Pea. s 
The game is available on a 
the Spectrum, Commodore g 
64, MSX and Amstrad n 
machinesat£5.95. s 

DK'tronics arc planning a 
the release of several more a 
games based on popular TV 
and cartoon characters. In s 
the new year we should see £ 
games inspired by the Thames r 
programmes Minder, The 
Sweeney, Benny Hill and a 
Rainbow. Also appearing will a 
be a game starring Hagar the S 
Horrible, the beer-swilling n 
Viking of the comic strips. t 
In line with DK's new i: 
strategy, all these games will 
be released simultaneously g 
for the four machines men- u 
tioned above. N 



NOVEL PACKAGES 

Century Software, a new 
competitor in the games mar 
ket, look set to make a big 
impact with their first re- 







THDRFEEH 
IN YOUR HANDS. 



Or play safe and choose 
in between. 

At each level 
you're able to play 
either a friend or 
the computer. 

(But be warned, it plays 
a pretty mean game does the 
Commodore 64). 

You can also choose your 
team's colours, and those of 
the opposing team. 

Which is great. 

BB It means you can play for 
Chelsea one day, and QPR the 
next. Or Celtic, then Rangers. 
Imagine that. 

^BOr you can play in your 
own team's colours against 
Liverpool. ..and thrash them. 
H With International Football 
you get all the atmosphere of 



O.K., so you like to think 
you can play football like Pele. 
■■ Well, now's your chance 
to prove it. 

With the best football 
game that's ever been seen 



the ball into the net, the crowd 
cheers madly. 

BB How often you score 
depends on how good you are. 
It also depends on the level at 
which you choose to play. 



outside of commodore Mr Altogether 

Wembley. computer software there are seven 

Not only is International levels. From good amateur to... 



Football startlingly life-like, but 
it gives you near perfect control 
over the players. 

The ball’s at their feet, and 
their feet are in your hands. 

You can kick the ball and 
you can dribble it. You can pass 
it or even head it. 

BB And every time you belt 

INTERNATIONAL FOOTBALL CARTRIDGE E 



well, good professional. 
i^B You can choose the 
easiest level of play, so long as 
you don't expect a walk-over. 
^B Or, if you fancy seeing 
what it's like to play ii 
a Cup Final, then you can 
always choose the most 
difficult level. 



a Cup Final spectacular in your 
own front room. 

The game is a real test of 
skill, dexterity and speed, and 
guaranteed to very quickly drive 
you football crazy. 

^B Like all of our software, 
International Football has been 
designed to make the very most 
of our hardware. 

BB Commodore software. It 
costs no more, even though 
there’s more to it. 




| 
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tie said: That's great - our first 
i three days. Let's hope it stays there 

w entry is Elite for the BBC. by far 






till Christmas.' 
The most in 



ipressive 



: machine in months. 



siting game for 



. should be 



heading forthe top. Watch this space. 




E5.95 



£5.95 



All for the 48K Spectrum. 

Available from all good computer shops. 

or direct from: MICROSPHERE COMPUTER SERVICES LTD, 

72 Rosebery Road, London N10 2LA 




SAMANTHA HEMENS replies to a selection of letters from our ever-growing mailbag. It's great 
hearing from you, even though we can't always give individual replies. Write to: Byte-back, 
Personal Computer Carnes, 62 Oxford Street, London W1 A 2HC. 



Door-stop swop 

I write after having been con- 
verted to your magazine from 
another famous magazine 
which deals with Computer 

and Games. Anyway, this 

mag dealt with similar topics 
as the ones you deal with, but 
the standard was not up to 
scratch. Not only did it deal 
with its readers like illiterate 
morons but it would not rec- 
ognise good games when it 
saw them. 

Now, flicking through the 
pages of other magazines in 
my newsagents, your s caught 
my eye. A healthy section for 
reviews. Horace’s gossip col 
umn and tricks and tips are 
just the highlights of your 
magazine. 

However. Barrie Ellis near- 
ly ruined the October issue 
for me. Now Mr Ellis, some 



my Spectrum as a door-stop. 
The spectrum keys may make 
you sick but your lack of keys 
tends to make me rather pale 
also. I would not go as far as 
to say that the VCS is only for 
monster zapping idiots, but if 
I could program it I would. 

Many more people in Eng- 



land have found the Spec- 
trum better value for money. 
Which I am afraid to say 
would relegate my VCS (if I 
had one) to a doorstop. 
Maybe Barrie, we should 
swap doorstops. 

1 Peter Winch, 



Quo Vadis— nearly 
finished! 

Although I’ve only had Quo 
Vadis for my ’64 for three 
days. 1 think 1 should have 
solved it by next month. I’ve 
already completed almost 
half of the map accurately 
and found some of the rid- 
dles, Take for example: - 



I bought the first issue of PCG 
way back in Summer '83. I 
mainly bought it for the bright 
front cover. What was inside 
was OK, but I still carried on 
getting 'Your Computer’. 
However, in February '84 you 
offered a flexi-disk. I bought 
the mag and played the disk - 
to my dismay, the disk was 
already scratched so it 
wouldn't work. It didn’t mat- 
ter though because I liked the 
mag. I have bought every 

1 own a Vic with a switch- 
able 16K Ram, so I can use 
nearly any game. However, I 
think we Vic owners have 
had a raw deal. Three hits 
since Feb '84 and that’s not 
good enough. I have not yet 
seen Perils of Willy but by the 
time I do. it should be Game 
of the Month, from what I 

Just the staggering feat of a 
16K Vic having 33 screens 
crammed into it is amazing in 
itself. We Vic owners live in 
the hope of having just one 
Game of the Month poster on 
our walls. We shall just have 
to wait and see. 

You can also bring back 
free gifts, since we haven’t 
had any since March. And 
what about Human to 
Human and Vic listings 
(where are they?). Take out 
Final Conflict (a load of bor- 
ing tripe) and Commander 
Chance (what a Wally! ). 

Now, The Great Micro De- 
bate published in September 
'84 was so funny that my Vic’s 
wires got crossed, its chips 
got scrambled, and its CPU 
lost a screw! 

But seriously, it's the first 
time we've had a PCG Special 
in ages. 1 am a PCG veteran, 1 
can remember the PCG 



Special days when Peter 
Connor decided which King 
was King, unscrambled the 

the sports simulations. Why 

You could decide which 
Q-Bert was G-rcat. which 

gold, which flight simulation 
really took off. which football 
game ran away from ^the 

found its way out of the maze, 
which Galaxian swooped to 
push the others aside, which 
Defender kept them all at bay. 
which Dig-Dug digged the 
deepest, which Miner got the 
China, which monster wasn't 
a plonker, which Pengo 

which Frogger out-jumped 
the jogger. 

Got the message? 

Dean Knight. 

Stockport 

You’ll be glad to know 
Dean that Perils of Willy is 
reviewed in this very same 
issue. Sorry! It’s not Game of 
the Month - maybe another 
time? Well then laddy, what 
do you think of this free gift, 
good innit! Human to Hu- 
man was voted out by our 
other readers, perhaps you 
should talk to them, 
although some might be 
rather annoyed by the sug- 
gestion that The Final Con- 
flict had something to do 

al’s stomach. As you prob- 
ably know, Commander 
Chance has copped it so 
there’s no problem there. 

How did you like Maggie 
and Ronnie, does it live up 
to those previous PCG Spe- 
cials? OK! We got the mes- 



SPECIAL REQUEST 



Binary indecisions 
Between silent 
Beginnings and 
Quiet Terminations 

I'm not going to tell you 
where any of them are. so 
you'll still have to find them 
yourselves, but at least you 
can make a start on trying to 
find out what they mean. 

As for staying alive there’s 
no problem. Stay near the 
door to the cavern and keep 
shooting the monsters. When 
they get too close for comfort, 
step back into the safe area 
causing them to disappear in 
a puff of smoke. Using this 
method you should be able to 

with minimal cost in strength. 
The other obstacles are I-ava 

There are two types of lava 
pit, each requiring a different 
method to cross. Single, wide 
pits should be jumped only 

edge (with your foot over the 
lava!). Multiple, narrower 
pits need you to be in the 
reverse state. Move to the 
farthest side of the ledge from 
where you want to leap, by 
gently tapping your joystick, 
then jump (and hope for the 
best!). 

One last word on pits- 
there is usually a longer but 
safer way to get to the other 
side of them - use these 

Collect all the chests as you 

strength never drops below 
50-60% and (if you are after a 
high score) you get bonuses 
of thousands. 

Theoretically I would have 
finished the game hours ago 
but (geez...this is embaras- 
sing) my parents keep throw- 
ing me off the family TV! 

Mark Trower, 

Nuttall 
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COUNTRY COTTAGES 



i ASSIGNMENT EAST 
BERLIN 



COMMODORE 

ORPHEUS IN THE UNDERWORLD 

How long can Orpheus survive the terrors ot the H 
Underworld? In his search for treasure he will^J 
| encounter deadly fireballs, lethal birds, rolling 
boulders and worse. 120 different screens of 1 ^ 

I hair-raising terrors. A gripping arcade/adventure I 
game where your only defence is a steady hand % 



among seventy 



and a strong i 



successfully 



sterling games 



< SOFTWARE 



STERLING SOFTWARE 

£ GARFIELD HOUSE, 



10 stunning demo program!) 



IT'S YOURS! 
THEPCG 
CHRISTMAS 
MEGA-GIFT 




What?! A free C30 cassette with this issue of PCG? 

That’s right - and wait till you see what’s on the tape! What 
we've done is track down 10 of the hottest new games and 
persuade their producers to give them to us in demo mode. 

The results are amazing. Four of the programs you can 
actually play. For example, Spectrum owners will be able to 
spend ages trying to sofve the first part of Danger Mouse in 
the Black Forest Chateau, while Commodore 64 owners get 
a complete graphic adventure in the shape of Eureka from 
Domark - our tape contains one of the five separate modules 
making up the Eureka package. 

The other programs show off the games’ state-of-the-art 
graphics, sound and action. You can gasp at the animation in 
Black Knight, marvel at the colours in Strangeloop, chortle 
at the action in Cliff Hanger. 

Delay no longer! Just get that tape loaded. 




Jasper! 
by Micromega 

To load, type load “iasper" 

After a string of successful 3D games 
(DealhChase, Full Throttle etc). Mic- 
romega have switched direction and 
come up with a great arcade-adventure. 

The demo on our tape will show you 
all 22 beautifully colourful screens com- 
plete with the brilliantly-animated 
tigers, rabbits and other creatures which 
populate the game. Even better, you will 
actually be able to PLAY one of the 
screens - a real teaser, which cleverly 
demonstrates the game's challenge. 

What you must do is take the part of 
jasper, a lovable mouse, collect certain 
objects on the screen, such as an 
umbrella and a can of weed-killer, and 
work out what to do with them. 

Controls are as follows: 

Alright, S.left, 

1-5: use Object in box 1-5, 

6-0: music on/off, 

Y-P : jump/up, 

H-Enter: crouch/down, 

B-Space: pick up object. 

Q-T+ 1-5: drop object in box num- 
ber 1-5 

To swing on a rope you must jump 
toward it and then hold down the ‘pick 
up' key to grab on to it. 

Incidentally, the program uses a spe- 
cial loader, so don't be surprised if the 
border goes a different colour. Once 
loaded, pressing any key will allow you 
to start playing the screen. 




Strangeloop 
by Virgin 



Type: LOAD “STRANGE' 1 



This brilliant new arcade-adventure was 
declared a hit in our last issue. It features 
a mysterious robot-factory with some 
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to ploy, others to gasp at 



240 different weird and wonderful 
rooms. (See our great map on pages 
130-131.) 




Danger Mouse in the 
Black Forest Chateau 
by Creative Sparks 



Typc:LOAD‘‘DMBFC” 

This is the follow-up to the very success- 
ful Danger Mouse in Double Trouble. 
And what a great program il is. In fact, 
it's unique. It's an adventure, but one 
that's ‘menu-driven’ so you don't have 
to type in instructions. 

The program on our cassette allows 
you to actually play a sizeable chunk of 
the game involving some 20 different 
locations, each with its own illustration. 

In each location, the situation facing 
Danger Mouse is described and several 
choices are flashed onto the screen. 
Using a joystick or the keyboard, you 
select one of the choices - and the 
program will respond accordingly. 




Backpacker's Guide 
to the Universe 
by Fantasy 



Type: load “guide” 

Fantasy's hero Ziggy must explore the 
256 locations of a strange planet sear- 
ching for creatures to help him save the 
universe. 

Trying to work out how to get the 
creatures back to his space capsule pre- 
sents him with serious problems be- 
cause bringing most of them into con- 
tact with each other will have disastrous 
consequences. 

The game uses two different prog- 
rams. one of the actual game, the other 
the Backpackers Guide' - a galactic 
encyclopedia offering valuable hints ab- 
out the behaviour of each creature. The 
program on our cover cassette will show 
you screens from both the game and the 
guide. It includes some extra pages of 
the guide written exclusively for us. 




Boulder Dash 
by Statesoft 



To load, wind the tape to 000 and press 
shift/runstop. 

Our Game of the Month in this issue - 
read the review on pages 85-88 and 
you’ll get the impression we're pretty 
excited about it. Dead right, we are. 

DECEMBER 1984 



Once the program has loaded, pressing 
FI will display a menu at the bottom of 
the screen. You can select different 
caves to view by pushing the joystick left 
and right Pressing the fire button will 
then allow you to view the cave selected. 




Black Knight 
by Interdisc 






Here's a game which breaks new ground 
in animation. Load up the program on 
our cassette and you'll see the most 
realistic sword-wielding knight you’ve 
ever seen on a micro. 

What's more our program allows you 
to actually play some of the game's 
stages. For example, the demo starts 
with the knight galloping across pitted 
terrain and you must use your joystick 
(in port 2) to keep him alive. You can 
speed up the horse, or slow it down, by 
moving the joystick left or right, while 
pulling toward you gets the horse to 

If you fail to clear all the pits, the 
program will show you, in demo mode 
only, two more screens from the actual 
game. Then you are returned to joystick 
control for an attempt to jump across an 
on-off waterfall. This time, because the 
knight has dismounted, you jump using 
joystick up. If you succeed you get yet 
another screen of action. 




Eureka 
by Domark 



To load, wind tape to 096 and press 
shift/runstop 

Oh boy. are you in for a treat! The 
program on our cassette is actually a 
complete adventure game which you 
can play for hours! It features over 
60 locations, complete with some very 
attractive graphics, animation and 

The game is one of five modules being 
sold as a single £15 package to make up 
the game Eureka. F.ach module is set in 
a different era the one on our cassette 

module is to find part of a crystal which 
must be reassembled to prevent the 
earth being destroyed. 

In each module you must try to 
uncover words which are part of a secret 
phrase. Each module is accompanied by 
a riddle and an illustration which 
should together allow you to discover 
the rest of the phrase. 



Cliff Hanger 

by New Generation 

Software 



To load, wind tape to 152 and press 

SHIFT/RUNSTOP. 

Another brilliantly original title this 
one's a PCG hit in this issue. It brings to 
your micro all the crazy fun of cartoon 

Our demo program shows what hap- 
pens in some of the 50 screens. We 
know- it'll have you chuckling - and 
playing the game itself is even more 
entertaining because you have to work 
out what to do on each screen. 




Storm Warrior 
by Front Runner 



To load, wind tape to 188 and press 
SHIFT/RUNSTOP. 

A PCG hit in our last issue - looking al 
the demo on our cassette you'll soon sec 

Our program will show you all six of 
the game's stages featuring a warrior 
wielding a light-lance pitted against evil 

In stage one he must deflect an energy-' 
sphere past the evil guardian. Stage two j 
has him fighting a barbarian on the j 
Bridge of Eternity. Next he fights a flock 
of birds, while being carried on a carpel ; 
to the Island of Doom. Here he enters 
the Shaft of Darkness, where bats, de- 
mons and boulders must be fended off. 

Stage five is a multi-screen cavern 
where he must take on scorpions, barba- 
rians and energy clouds. All of which 
leads to the final stage in which the 
lance is used to bounce off the walls and 
strike at the skull in the centre. 




3D Wars 
by Aardvark 



To load: chain"3D Wars” 

Here's the latest game from top BBC 
programmer Orlando, author of such 
classics as Trait! and Zalaga. 

Our demo program reveals the quality 
of the graphics, which, as usual, Orlan- 
do is not modest about. ‘Far better than 
anything of the kind on any micro,’ he 
suggested. 

Before you scoff, load up the tape and 
see foryourself! It’s simply amazing. 
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U.S. Gold is stocked by 
fH^.^dEBESSa WILDINGS 
WOOUAFORTH. WHSMITH , 
Rumbelows 

and Spectrum Shops m 



SIDE-SPLITTING, SODA-SLINGING 
LAUGHS AND SPILLS! 

THE OFFICIAL HOME VEHSIOH OF 
BALLY MIDWAY S AHCADE HIT 

BMy-tmtlng Soda Fountain Fun, Including: I 






fSuw 



: Parkway Indus 



Sirmingham B7 4LV 



Felex: 337268. 



THE ARCADE WINNERS 




SPECTRUM 48K 



The first ever true arcade adventure 
Mega-game for the 48K Spectrum, featuring 



a playing area of more than 1000 screens. 



Spectrum 48K £7.95 on Turbo Cassette 



The Edge, 31 Maiden Lane, Covent Garden, London WC2 Tel: 01 240 1422/7877 Telex: 892379 
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Gremlin’s collection of software 
hits are a must for any enthusiast's Xmas list 
From fast moving action in Suicide Express to the absorbing 
skill of Monty Mole, play with Gremlin and those long cold 
winter days will pass in a flash. And don’t be greedy I think of 
friends and family as well - they make great gifts and at a goo d price 
Thanks to a little Gremlin Santa's job will be a little easier thfsyear 
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48K SINCLAIR ZX SPECTRUM 




"UNDERWURLDE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZ1ES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 
(PfifP included) Tel: 0530 411485 








48K SINCLAIR ZX SPECTRUM 



"KNIGHT LORE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-dela-Zouch, Leicestershire LE6 5JU 
(P&fP included) Tel: 0530 411485 






gimmicks, like screen wipes and things, with any Atari-style joystick. 



jr something big. Luckily the 



'G - 

money they’re the best joys- 
ticks around. And the joy of owning a 
Commodore 64 is that I don’t have to 
waste my money on shoddy joystick 
interfaces - eat your hearts out, Spec- 
trum owners! 

With £50 to spend, I could go the 
whole hog and splash out on a Track- 

“! £ * 5 - This ultra-smooth , ... r.„gu».. 

far 3DsDaoB w e IS ( B re ® 1 without messing around with silly spcll- 



r.u y. “ rv;r- — For my joystick I selected the Quick- 

ot the Currah Microspeech Unit shot II. For a veiy reasonable price you 
le ’64 lust falls into the £30 remain- get a stick with a good strong grip, lire 
buttons on base and handle, a very 
sensitive feel and suckers to keep it, and 
you, down to earth. It also has an 
automatic fire-button, which can save 
lot of finger 



ing, with 5p to spare. 

The only drawback with a Currah 

the ’64 is the lack of software for it, but I you, down 
expect this will soon change. The advan- automatic fiic-uuuuu 
tage of the ’64 version is that it offers the less energetic of 
more power and flexibility over its poor ■ ’ 
the Spectrum. ’64' 



The hottest innovation is 



ordinary English BBC version of Jet Pac.jf 



games. Unfortunately it ing. Of course the Currah doesn't always I7TVW7W 
platform games, get it right, but for difficult words you WUlUlm l rf i f l 
into its can always revert to the old phonetic FEr..Hi I’ve 
■ k ’’" 1 spelling. ^ 



/here a joystick really comes .. ... 

-wn. Much as I’d love to have a ball, I 
think it’s a bit of a luxury - joysticks are 
e practical. 

looks like being either the 
famous Red Ball or the even more 
famous 3-Way. They both come out in 
the £23-25 range with the Red Ball being 
about £2 cheaper. 

These sticks are really well made with 
firing buttons on the top of the shaft as 
well as on the base. There’s a switch to 
select whichever button you prefer. 

Frankly, I don’t think there’s a lot to 
choose between them, but if you like the 
option of swopping the handles then go 
for the 3-Way. 

Saving a couple of quid and shopping the club I’ 
around gets me the Red Ball for £20, 
leaving £30 to spend. Now normally I’d 
go out and waste this on the latest hot 
releases, but Santa insists I spend it on 
peripherals, so what else should I get? 

Well, I could either go for a lot of little 



, ,, . , — c/lwai, SO vvnrtl s so 

Well, that leaves me with 5p. Think I’ll funny??! These machines looked really 
lend it on a phone call to Clive good when they came out -how was I to 
" 1 |f L "'" know that they'd reach the end of the 

road sooner than your crummy Spec- 
trumsand ’64s? 

Still, the Lynx market is pretty quiet, I 
have to admit. However, I gather there’s 
a chap in Cornwall who's working on a 
new version of Noughts & Crosses for 
the 128K model. Only trouble is, I've got 



WHISPERING HORACE 



" I 've always been one for a spot of 
■fun, so the Wizard Joy Rom sound- 
ed just the ticket for me. And indeed it 
was: it allowed me to program just about the 96K machine, 
any BBC game for play with a joystick. 



However, the 'comprehensive fitting Unfortunately thei 
'•"lotions' could have been a trifle 
lucid. Unlike some of the chaps at 
Dcomputeregghead. 
course i needed an interface to go 
it, and what better than Wizard’s 
which promises to 'add a touch of still in its box" 



Anyway, thanks for the £50 Santa. 



. ipherals around for the 
machines I own that I haven’t already 
got. If anyone knows of some for the 
Lynx, perhaps they could let me in oi 
' ' for the Aquarius, well it’ 



your 



? Plug it 



o the 



Think I'll hang on to the £50 and put it 
towards an Oric and ... okay ... WHAT'S 
"ifunny??!^ 



WONDER Wl 



5 

1,1 I 

D 



Eight micro-maniacs reveal what add-ons thev'd ask far if Santa nff ere d them each 








PCG Special 




9 here, I think I’d just like to point 
out now typically male it is to waste all 
your time arguing about which compu- 

Especially since it's obvious that the 
Electron comes out on top - with the 
exception of the BBC of course, but then 
who's got £400 to spend . . ? 

My £50 starts off by getting me a First 
Byte joystick interface. I had a look at 
the Plus 1, which also offers an RS232 
printer port, but it was far too expensive 
at £59,90. 

The First Byte costs £24.95 and it's a 
beautifully designed unit that plugs 
straight into the expansion port. It can 
be programmed with the aid of a simple 
taped listing to suit most games. 

Pity it's only got one joystick port, but 
then no-one ever wants to play with me. 
Not - 1 should add - because I’m a girl, 
but because I always win. 

That leaves me £25.05. Obviously the 
next item on the list is a joystick, 
Personally 1 don't rate the Quickshot 
very highly - 1 find it a bit too soggy in 
operation. I like something with a firm 
feel to it- like the Suncom Tac 2. 

In fact, 1 think most of the Suncom 
range pretty good. They may cost a bit 
more (the Tac 2 is about £17) but they 
definitely score on durability which is 
what it's all about. 

So 1 think I'll spend the £8.00 left on a 
day-return to London. One trip through 
the computer shops in Tottenham Court 
Road, and I’ll have saved myself the fare 

)GITS 



in discounts. That's smart thinking for 
you, but then of course 1 don’t belong to 
that half of the human race who seem to 
be mentally defective - men'./ 



F^Fhe more I use my Spectrum, the 

I more 1 realise how infinitely su- 
perior it is to other machines. There's 
just one slight catch - the keyboard. 1 
have to admit that some of these re- 
placement jobs with full-travel keys and 
space bars have got me interested. 

To start with I was drawn towards the 
DK'tronics keyboard for around £45, 
which makes it a wee bit cheaper than 
most of the other offerings. Unfortu- 
nately this item was a bit disappointing. 
The keyboard rattles and Ihe whole 
thing looks as if it had been churned out 
by some second-rate plastics manufac- 
turer in Hong Kong. 

1 then tried out the Lo-Profile from 
Advanced Memory Systems. This is 
about £5 more expensive than the 
DK'tronics. coming in at £49.95, just 
under the magic £50 mark. Is it worth 
the extra? 

Oh boy, yes it is. You have to take 
your Spectrum's innards out of their box 
and refit them inside the Lo-Profile, but 
this isn't as difficult as it sounds, though 
it will of course invalidate the warranty. 

The keys are nice and responsive, and 
don't jiggle annoyingly from side to side 
as they do on the DK'tronics. 

Ah well, that's my £50 gone, leaving 
me with a measly 5p. If I’d had more 
money I would have looked seriously at 
the Saga keyboard - a really excellent 
unit for around £59. There's also the 
Stonechip keyboard which includes a 
built-in BEF.P amplifier. I haven’t 
actually tried out the Stonechip pro- 
duct, but at £59.95 it could be quite good 



value.f 



' 



fh eetahSoft presents... 





PERILS OF... 

BERR GEORGE 



• Supers animation and graphics • Joystick compatible (Cheetah R A T Kampaton. Interlaces 1 and 2 
• Built-In surprise lor the real gluttons amongat youl 

Available NOW on the Spectrum 48k, price £6.95 PLACE YOUR ORDER 



NOW I 
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Iheir joystick ports. 1 know which 
line I'm sticking with. 

ust had £50 thrust into my sweaty 
hand, I think I might just pop out 
;rab a joystick interface, 
tnkly, I reckon it’s worth spending 
stra cash on a programmable intcr- 
There are a number of these 
nd to choose from. One of the more 
ual is the Comcon from Frel Ltd. 
is gadget looks rather fiddly, but in 
the Comcon is one of the easiest 
faces to use. It's also the cheapest 
rammahle one at £19.95. 
more compact solution is offered by 
DK’tronics programmable inter- 

ramming it isn’t quite so simple, but 
a small, unobtrusive unit and I 

st than the Comcon in the long run. 
impston have just brought out a 
joystick interface that offers 3 sock 
2 for Sinclair compatibility and I 
Kempston/Cursor. This makes it 
patible with most games and gives 
the valuable double socket option 
ome of them. But it costs £19.95. 
i do a cheaper version with onlv one 
et for £1 1.50. Of course you won’t 

f course there's also the Interface 2 
i Sinclair, but that's overpriced in 
ipinion. So. in the end I’ll go fertile 

hen it comes to joysticks, I’ll he 
shing out on a Quickshot 2 for 

o stuff. The Quickshot 2 has a rapid 
switch that enables you to blast 
ythitig in sight without wearing out 
r trigger finger. It may not be quite as 
able as a Wico but it's half the price 
it can last the course, 
a that’s £22.95 for my programmable 
tick interim e. and £12 '15 for Bu- 
ckshot 2, leaving me with £14.10. 
an idea how I'll spend that which 
; surprise you - a tape demagoetiser 
here are a number of these on the 
ket, but the one I like the look of is 
n TDK. The cassette recorder 1 use 
the Spectrum is also used for music, 
tasional use of a demagnetiscr rcs- 



computer, plus 10Mbyte Cheltcnhams. i 
but when it comes to work I find the 1 
Spectrum runs just that teensy-weensy i 
bit faster and has more usable memory. t 

Of course it does have its disadvan- < 
tages - it doesn't heat the room quite as 
well as the Burrow, and. more impor- t 
tantly. it doesn't have very good sound i 
facilities - the Burrow can speak seven 1 
different languages. I like a machine that 
can talk back, so the Currah Micros- t 
peeeh Unit looks like a good buy. t 

The best thing about the Currah is t 
that you can use it wfith a respectable i 
number of commercially available i 
games and it’s easy to program. The 
quality of speech varies from game to 
game, but there's no doubt that it adds a | 
bit of variety. 

There's also a speech unit from ; 
Cheetah, the Sweet Talker but there 
isn’t much software for it. it's difficult to 
program coni pared to the Currah and 
has less facilities. 

The Currah sets me back £29.95. 
leaving me with £20.05 1 might be 
tempted to blow this on a Zeal Sound 
Booster for £ 1 4.99. This is a rather large 
and robust unit with an in built speaker 
for amplifying the Spectrum’s pathetic 
BEEPing sounds. 

The Beep Audio Amplifier from 
DK'tronics has a detachable speaker 
and performs the same function as the 
Zeal for the same price. It is however 
more compact and the sound quality is 

The Beep Sound from Saga is a little 
doobry that you fit inside your Spec- 
trum, It invalidates your warranty (if 
you've still got one) and sends all the 
Spectrum's BEEPs to the TV loudspeak- 
er. Nice idea. Saga, hut in practice it 
doesn't work quite so well. However, it 
is compact - and cheaper at £9.49. 

The trouble with all these widgits is 
that you soon discover that louder 
BEEPs are almost as boring as quiet 
BEEPs. If only I had a bit more cash left 
out of my £50.00. I'd go for the DK’tro- 
nics 5 Channel Sound Synthesiser at 
£29.95. This not only gives you a BEEP 
amplifier, but also an AY-3-8912 sound 
chip which you can easily program 
using the software provided. This can 
give you some very nice sounds indeed. 
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CAME: CATASTROPHE 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: MIRRORSOFT, £6.95 



Here's one of those simple games that’s 
really addictive. Playing against either 
the computer or another person, your 
task is to build up a block of flats to 
withstand the various catastrophes that 



You guide a helicopter, rotors spin- 
ning. to where a barge awaits with a 
block of masonry', pick it up and place it 
carefully on the already laid base of the 
buildina. 



process until, in mid-flight, you're stop- 
ped by the warning of a major catas- 

Thcre are four kinds of catastrophe, 
earthquake, flood, hurricane and elec- 
trical storm, all of which arc pretty 
devastating. The way you build your 
block will determine what damage it can 
withstand from each of the disasters. 

Audible warnings are given for three 
of the four dangers, and the lighthouse 
at the back of the screen flashes when an 
electrical storm is imminent. 

The scene is set at the beginning of a 
day as a twinkling sun rises on the right 
hand side of your screen and travels 
across it. When it reaches the far left of 



Each day you are given a target to 
reach, and if you fail to do so a message 
appears on the screen: 'Contractor's 
Failure'. This tells you how many catas- 
trophe's you've braved and how many 
points you got. 

If you manage to complete six days 
you receive a similar message of your 
success. However, this doesn't oeeur 
very' often, unlike the natural disasters, 
which happen at least three times a day! 

The one criticism I have is that you 
can't get rid of the little nagging tune 
that's played, without also getting rid of 
the audible warnings. But for all those 
budding builders out there I d get a 
contract out on this one. 



CAME: ZOMBIE-ZOMBIE 
MACHINE: SPECTRUM 48K 
CONTROL: CURS, KEMP, SINC 
FROM: QUICKSILVA, £6.95 
The follow up to Ant Attack using 



Quicksilva’s ‘softsolid’ graphics techni- 
que has arrived and it's endearingly 
titled Zombie-Zombie. 



You are in an ancient city and the only 
things you have for company are the 
walls, a helicopter and ... zombies! 
Actually they are rather blobby green, 
red or pink things and you have to kill 
them. The only way to zap-a-zombie is 
to get it to walk off a wall that is three 
blocks high. To this end you have been 



provided with a helicopter in which you 
can move bits of the walls about and 
construct your own private zombie 
plank-walk. 

First, however, you have to get a 
mindless monster in tow. Usually they 
appear green but if you get too close they 
turn a nasty red and start to eat you. The 
only way to avoid this is to choose your 
victim, charge up directly behind it and 
pounce. It will become a bright shade of 
pink and start to follow you around. 

If you put a wall between you and it, it 
will be able to escape - so you have to 
carefully lead it to your staircase up to a 
wall. Then you lead it up the stairs and 
along to a large drop at the end, with 



every step scoring a point 

lumping off the end should make the 
beast follow, plunging to its death. 
However any twists and turns in the 
wall may allow it to escape as you leap 
into mid-air. If the wall is too high you 
will die as well and it's very easy to 
twitch your joystick and jump 
accidentally. 

As in Ant Attack you can view the 
landscape from four perspectives and 
the screen scrolls smoothly around. You 
can keep red zombies away from you by 
blowing at them but, be warned, they 
attack very fast. The cassette inlay gives 
you very few hints but you could have 
fun with this one. Bob Wade 
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NOT FOR 
PEOPLE WITH 
HIGH BLOOD 
PRESSURE! 



Watch out for them— 
these four new games 
could be dangerous to 
your health. And, as 
they’re from A’n’F, they’re 
second to none, calling for 
a level of skill that’s 
bound to set the adrenalin 
racing. 



* J 



SPECTRUM 48k CYLON 
ATTACK— Now with better 
than ever isometric perspective 
graphics (3D). £5.75 
BBC 32k SNARL-UP-Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane. £6.90 
COMMODORE 64 GUMSHOE 
—One bleepin’ obstacle after 
another stops you reaching a 
girl who needs you— 
desperately. £7.90 
SPECTRUM 48k ALPHABETH 
—The brain teaser that makes 
it doubly difficult for you to give 
the right answer. £5.75 




survive several dangerous attack-waves. 

For the first you can choose between 
attacking the enemy fleet head-on or 
trying to navigate a hidden passage. 

The latter strategy means guiding your 
fleet, one by one, through a large pool 
which has been heavily mined. It 
appears as a single screen with an 
entrance at bottom-left and exit at top- 
right. But as well as dodging mines you 
must look out for the torpedoes. 

The combat sequence which follows 
is graphically the most brilliant part of 
the program. Enemy aircraft take off 
from an aircraft carrier and swoop to- 
ward you to drop their bombs. The 3D 
effect as the planes grow larger on the 



MACHINIi SPECTRUM 48K 
CONTROL: KEYS. KEMP, SINC, PROT 
FROM: US GOLD. £7.95 

Ocean have done a great job converting 
this Commodore 64 game onto the 
Spectrum. They've managed to keep the 
same superb 3D graphics which sent the 
original version to number 1 in the 
charts. If they were impressive on the 
'64, on the Spectrum they’re asto- 
nishing. The sound is also effective, 
proving that the Spectrum can do more 
than just beep. 

The idea of the game is to use your 
fleet of I ‘ — 



i ships to destroy the Fortress 



Dark Star 



In the wake of Elite for the BBC comes 
another 3D game about space explora- 
tion and conquest. Dark Star is much 
more in the way of a good old mega-zap 
but it combines it with outstanding 
graphics. 

In your Liar spacecraft you are faced 
witha 16x 16sector galaxy in which the 
Evil Lord’s Empire controls a cluster of 
oppressed planets. These come in four 
types, the most heavily defended of 
which must all be wiped out in order to 
liberate the galaxy. 
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Saving little alien creatures is the object 
of this new game and very cute they are 
too, these Orola. The blurb describes 
them as ‘bouncing, yellow blobs of 
sentience', which is pretty accurate ex- 
cept for the bit about sentience. 

They also have extraordinarily long 
antennae which wave from side to side 
as they do their bouncing. You arrive on 
a planet in your lander craft, and pop 
out riding the starbike. Your mission: to 
investigate the five sectors and rescue 



any Orola that might be stranded there. 

To help you there are scanners with 
whirling dishes. You fly through them 
and an arrow appears pointing the way 
to the stranded Orola. So, off you go on 
your bike. You get the Orola and take it 
back to the teleporter which dumps it in 
your ship and dumps you in another 
sector. When you’ve collected the last 
one you have to get back to your ship in 
the time limit and escape to another 

It’s not easy though. The planets are 
full of hostile alien life forms, and the 
starbike’s shields can only take five hits 
before total vaporisation. 

For protection, the bike automatically 



a of la 






32 PCGAMIS 






1 1 



ECTRUM • SPECTRUM • SPECTM 




H 




GAME: DEUX EX MACHINA 
MACHINE: SPECTRUM 48K 
CONTROL: KEYS, KEMP, SINC 
FROM: AUTOMATA, £15.00 



The program is accompanied by an 
audio tape which, when synchronised 
with the game, provides electronic 
music and a running commentary about 
each stage you pass through. This is a 
54 PC GAMES 



MACHINE: : SPECTRUM 48K 
CONTROL: : KEYS, KEMP, SINC 
FROM: : BUG-BYTE, £6.95 



Let me take you now to the land of the 
East where everybody makes fortunes 
out of hi-technology and can knock you 
dead with one strike of their little finger. 
Kutig F-u places you in the Orient 



must defeat only to be confronted by 
another kamikaze fighter bent on your 
annihilation. 

The four strokes at your disposal are a 
chop, punch, front kick and side kick. 
These are used to hit your adversary or 



GAME: HANDY ANDY 
MACHINE: SPECTRUM 48K 
CONTROL: KEMP, KEYS, PROT, SINC 
FROM: OMEGA, £1.99 



The software market is a strange one. It 
is incredible that such a huge gap exists 
between the best and the worst At one 
end is superb software such as Sabre 
Wulf, /el Set Willy and Lords of Mid 
night and at the other end in the value 
for money stakes the wooden spoon 
goes without a doubt to this awful 
program. I had the honour of reviewing 
the last Omega release, and yes folks - 



We are told that Andy the caretaker Is 






m 



Dens Ex Machina is translated from the 
Latin as - a god introduced into a play to 
resolve the plot. Yup, you guessed it - 
you're the god and you’re trying to guide 
a human being through its life in the 



The program takes you through the 
life of a person from the welding of the 
DNA. through birth, childhood, adult- 
hood and finally old age and death. 
Each stage of your development pre- 
sents you with a different game to play in 



of success in life. 

There are about 15 sections to eat 
life but several groups have the san 
format. This is the case for five of tl 
first six games which involve moving 
cursor around and placing it on objec 
to either keep them spinning or pulsin 
This is done by simply placing the cursi 
on the object while trying to avoid tl 
blue scanning cursor of the defect polii 
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iach I liked it, however, and found it highly 
tage original and enjoyable. But beware, you 
lure should definitely try before you buy with 
this one. Bob Wade 
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| CAME: AMERICAN FOOTBALL 
(MACHINE: SPECTRUM 48K 



complicated to get the hang of. 

Newcomers will be disappointed by 
the stickman players and the lack of 
bone-crunching sound effects but fans 
will love it and it’s realistic enough to 
keep me playing for hours. Bob Wade 



FROM: ARGUS PRESS, £9.99 
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MAY WICO BE WITH YOU 



hen you're up against all the evil in the universe, you 
WW need the finest joystick. Weak, sticky, slow controls 
can only lead you to your doom. 

You need a Wico.* The controls in more than 500 
modem arcade games are actually made by Wico." They set the 
industry standard for durability and performance. And the 
arcade quality goes into the Wico* you take home. 

Wico* joysticks work directly with the 
Commodore 64'“ Vic 20,™ all Atari* Home 
Computers and Atari* Video Games. 

Add an interface, and you can connect i 
a Sinclair Spectrum or Apple II* and He* If ye 
have a new MSX computer there's the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra-sensitive Wico* switchgear. A heavy- 
weight base. A year's guarantee. And more shee! 



dodging, chasing and blasting power than ever before. 

The Wico* range includes the famous Red Ball,™ straight 
out of the arcades. The Three Wiy Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of- 
the-art Ttackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

“ Ask your dealer to let you handle a Wico." Quality 

(you'll find) costs money 

But if you want to have less trouble fighting your 
.controls, and more power for fighting the 
I forces of darkness . . . only Wico* is worthy 
w of your hand. 






CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX IG102RR.01-508 5600. LOOK FC 




WICO 



ICO NAME IN ALLGOOO SHOPS AND CATALOGUES. 
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ll YUMPING YOSSER 
l DRAGON 32/64 
I JOYSTICK 
ntOMi KNIGHT SOFTWARE, £5.95 
'Gis a job' is whal you might expect from 
this program but instead of being based 



Yosscr has been separated from his 
sweetheart Daisy and has to fight his 
way through 15 screens of platforms to 
find her again. 

All the stages take the same general 
format with a key in the top left-hand 
corner of the display and a door in the 



top right. Your task is to get first to the 
key and then to the door which will lead 

Aliens are found in all the rooms and 
they move left and right on the various 
floor levels. These can be jumped over 
and on the later sections this is essential 
since you appear at the start in some 
nasty predicaments. 

Jumping is done by pressing fire and 
you automatically leap in the direction 
you are facing. Careful positioning is 
required though or you may bang your 
head on the base of a platform or not 
make enough height. You can only jump 
and fall one level at a time and trying to 
go further will result in disaster. 




action. You have to collect lanterns (no, 
I didn't understand why either) to en- 
able you to move from screen to screen. 
Trying to stop — * — 



Games based upon TV shows or film 
stars tend to be fairly mediocre, relying 
on the title rather than the game itself to 
sell. Datasoft's Bruce Lee, however, is a 
big exception. 

You play Bruce Lee, searching for vast 
wealth and the secret of immortality. 
You have to penetrate the Fortress of 
the Wizard, who has both of these, and 
destroy him. To reach him, you must 
make your way through 19 screens of 



enemies: the Green Yamo, who attacks 
you with blows, and the Ninja who is 
armed with an array of deadly weapons. 
Fortunately, you can give as good as you 
get with karate chops and kicks. At early 
levels these two are easy to kill, but in 
later rounds they become considerably 
faster and more deadly. The Yamo ends 
up becoming a real toughie, 1 can tell 



appropriate bone-crunching noises. 

There are several player options 
allowing one player to be the Yamo or 
two players to alternate as Bruce and his 
green foe. There is also a very useful 
option for left-handed people. 

Apart from the lack of sound and a 
rather anti-climatic last screen (in which 
you confront the Wizard), Bruce Lee is a 
great game and well worth the price . 



Bruce is a very manoeuvrable figure 
and controlling him is simple. You can 
run, jump, duck, chop and kick, the 
latter actions being accompanied by 






This is 1984. Human beings are treated 
no better than Pavlov’s dogs. Heartless 
scientists wind us up and make us play 
for their amusement, like clockwork 
rats in a trap. All in the interest of 
science, you understand. 

Such a gruesome fate has befallen 
Eddie in this game. Imprisoned by the 
mad professor, Eddie must undergo five 
tests in a macabre labyrinth to see how 
long his will to live can last. 

And he's such a nice boy. A round 
smiling face is topped by a great shock of 
red hair. That smile's wiped off, though, 
when the profs plunger thrusts him into 
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Your character moves very smoothly I 4 



Your character moves very smoothly 
and although the other graphics are 
good the game still has that vile green 

pie's names like Marie's Maison and 
Simon's Shack. 

Extra lives are gained after screens 
five and ten and your spare men wander 

right of the display while you play. 

There isn't much variation in the 
different screens but they do present a 
strong challenge and won't be beaten 
easily. It's a very welcome addition to 
the ranks of the Dragon’s software. 

Bob Wade 

GAME: HESGAMES 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: HESWARE. £27.95 
The recent arrival of 
Decfll/i/on-derived games 
very hard for the potential buyer. But 
look no further: Hesgames from Hes- 
ware offers some of the finest graphics, 
sound and play for the 64 - if you can 
afford it! 

It has six events, 100 metre sprint, 1 10 
metre hurdles, long jump, archery, 
springboard diving and weightlifting. 
All events are tough, gruelling and ener- 
gy draining. 

There is a facility to save and later 
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reload your performances so those re- 
cord breakers are never lost. There is a 
choice of players, team names and col- 
ours and the manual has tips to help you 
give your very best performances. 

I stress the quality of this game but it 
must be viewed in relation to its price - 
£27.95. It is on disk but is still very 
expensive for the average 64 owner. 
Nevertheless. I rate it high. 

TonyTakoushi 



GAME: TROUBLE BREWING 
MACHINE: SPECTRUM 48K 
CONTROL: KEYS 
FROM: SILVERSOFT, £5.95 
Plenty of trouble for do-it-yourself alco- 
holics who attempt to gather ingre- 
dients, mix a potent brew and then cure 
a whopping hangover. Graphics are 
colourful and the gameplay can be quite 
demanding, but there's only five 
screens. ~ ~ 



Peter Connor 
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the living hell of the 

A very original and difficult maze it is, 
too, You get a bird's-eye-view of Eddie, 
as if the roof of the building had been 
detached, as he desperately wanders 
from room to room. 

He's looking for the four keys he 
needs to unlock the exit. Of course, he's 
also looking for that loo. The trouble 
with these keys is that they have to be 
collected in sequence. 

Eddie can make things easier if he can 
get hold of the map, but that too is 
randomly hidden in the maze and it's a 
matter of luck if he finds it quickly. 

Naturally, this is a dispiriting business 
and the 'willpower' indicator at the side 
of the screen shows just how desperate 
Eddie's getting. If he runs out of this 
essential stuff, it's all over. 

But he can replenish his supply of will 
power by gobbling the cherries found in 
some rooms and by collecting keys. 
Unfortunately, these rooms also contain 
a sprinkling of slothful snakes (of the 
green variety). 

Eddie can sneak past them if the 
serpent head is turned away. If not, he is 
swallowed whole. The professor has 
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dispirit hull still lurther. But still h. 

troops on with his little feet sticking out Back Track is a really original vs 
in front of him as he goes. of the maze game and provides a _ 

Test I can be completed, with luck ping and lengthy challenge. Graphics 

and practice, within ten minutes. The are excellent, but the sound is merely 

r next maze is bigger, has more keys and average -not that it's terribly important. 

also laid his pet mutated rug in wait and takes a quarter of an hour or so. Test 5. if Dragon owners will want to get out of 

it doesn't like being disturbed one bit. you get that far, will take getting on for this one. 

Skeletons are also left lying around to 40 minutes. Peter Connor 
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great British success 

he’s ready for international stardom - and you 
..im on his way around the world. Our hero has the tall 
order task of cleaning up every major litter spot around the 
globe. Scooping up flowers thrown into the bull ring by matador 
fans in Spain, collecting the tissues of the faithful as they sob by 
Jerusalem’s Wailing Wall, picking up coconuts from a palm beach in 
Samoa and collecting the empties at the German beer festival 
(Trashman still likes his tipple!) are just some of the challenges that 
make up Trashman’s task. 

Of course, your skill can help our hilarious hero to complete the 
necessary litter collection at every location, so he can earn the money to 
fly on to the next country in his round the world quest. And as he visits 
every continent on Earth in search of rubbish you can share every fun 
filled, thrill p h him. 

Travel with Trashman has one or two player scoring. Hall of Fame 
and is compatible with Kempston, Sinclair Interface 2, Protek or 
equivalent joysticks. Available for the 48K Spectrum today from most . 
good computer stores for just £5.95. 
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CAME: BATTLE GROUND 
MACHINE: VIC 20 UNEXPANDED 
CONTROL: JOYSTICK 
FROM: OMEGA, El, 99 



enemy loo, 

On the subject of the enemy, each 
wave has a row of them on the left hand 



The idea ol the game is to pilot your 
'glider' fending off the waves of the 
attacking enemy forces; and bearing in 
mind the limitations of the machine, 
very good it is too. 

Your glider can be moved up and 
down on the right hand edge of the 



edge of the screen which advanc 
ward your glider. TTiey appear in vs 
guises ranging from cars to beasts, 
obviously inspired by the imperial 
kers of the second Star Wars film. 



careful not to take off into a barricade or 
hit anything on the way though, or it's 
goodbye to one of your nine lives, 

for an unexpanded Vic with a good 

Sound was scarce, but then you can't 
have everything. 

Movement of your glider is very fast, 



barricades occupying alternate charac- 
ter squares. The barricades are gradually 
shot away by the enemy, but, as your 



be hit six or more times to destroy it, 
increasing by one each level. 

By way of defence from these George 
Lucas figures, your craft is equipped 
with a laser. At the touch of the joystick, 
the glider is propelled into the battle 
field and is able to lay barricades in the 



Despite its simplicity, 1 found the 
game quite addictive and very playable. 
In comparison with some of the recent 
releases for the unexpanded Vic, it's 
definitely worth a few load. 



CAME: DODO LAIR 
MACHINE: VIC 20 UNEXPANDED 
CONTROL: KEYS, JOYSTICK 
FROM: SOFTWARE PROJECTS, £5.95 



So you thought speedy shoot-'em-ups 
were extinct on the unexpanded Vic? 
You thought dodos were as dead as the 
dodo? Wrong on both counts, because 
Dodo Lair shows that the strange bird is 
alive and well and just raring to get at 



You control a 'ground-skimmer' - a 
rapid-firing ship which moves only ver- 
tically. Coming at you horizontally are 
swarms of Henpcks, Mults, B.B.s, Wal- 
lys, Radas etc. Graphically, these are 
nothing special - chunky blocks - but 
they're colourful and they come thick 



Obviously, you have to destroy these 
things. Different aliens give you varying 

bag you only one measly point while the 
big red Rada gets you 200. 

The ones to watch are the B.B.s, even 
though they only score you ten points. If 
these purple rascals get through to the 
right-hand side of the screen, your goose 



Mega Vault 



The trouble is that they often hide in a 
thick cluster of other creatures. At such 
times, judicious use of the shields is 
called for to force your way through the 
protective covering of Prongs and Poles. 

Once a wave is cleared you get a crack 
at the Dodo, a gruesome red monstros- 
ity which hops up and down spewing 
out deadly eggs. 

Hit it twelve times and you progress to 
the next stage. And so on until you’ve 
destroyed all nine waves. 

Dodo Lair is certainly not the most 
original thing since Manic Miner, but it 
has all the virtues of the good shoot-’em- 
up: it's noisy, fast, colourful and really 
quite addictive. 
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Please send me my personal copy of Crypt of 
the Dragon' by return of post. I enclose £7.95 



Cheque/Postal Order No. . . . 
Made payable to ‘Spellbound’ 





y/im 






' / la 


WK views - w| 






k * TQTAt ADVENW 




• BBC • BBC • BBC 



If you think when you buy this game 
that you’ll be transformed into a muscle- 
bound apeman in a loin-cloth with a 
scantily-clad Bo Derek swinging after 
you I’m afraid you’re in for something of 
a shock. This game has no swinging 
vines, no savage lions and no resembl- 
ance to its arcade counterpart. You 
don’t even get to see Jane until the final 

You, Tarzan (sorry, but I had to fit it in 
somewhere) must look for your own 



true love, Jane, and rescue her from the 
clutches of a vicious . . . Thingummy-jig. 
Actually, the instructions don’t tell us 
what it is and I’ve not got far enough 

You travel through the forest by jump- 
ing between platforms and avoiding 
various hazards such as a bear dropping 
apples on you. Your progress is assisted 
by some patches of ground which, 
strangely enough, rise and fall in 
rhythm. There are also a series of arrows 
which indicate the way out. 

Tarzan reminds me more of let Set 
Willy and Donkey Kong than the 
arcade original and it is, in fact, quite a 
good platform game. But this kind of 
thing is rapidly becoming old hat and 



(AMI: COPTER CAPERS 

CONTROL: KEYS 

PROM: A&F SOFTWARE. £6.90 

Your mission is to rescue the survivors 
from a fishing boat that broke up in 
heavy seas. Little did you expect a 
sudden increase in turbulence to some- 
how transport you to another time. 

Never mind the story line, let me 
describe the actual game itself. The tape 
loads preceded by detailed instructions. 
Your helicopter appears in the middle of 
the screen and down below there are the 
drowning people. 



But wait, there are also submarines 
with swastikas and up in the sky there is 
an airship. Your effort to lift the people 
off the waters and to place them on firm 
ground is hampered by the surface-to- 
air missiles launched from the subs and 
the heat-seeking missiles from the 
airship. 

However, the helicopter has obvious- 
ly been transported back in time rather 
than forward since the weaponry of 
your helicopter is vastly superior to the 
weapons of the airship and the numer- 
ous subs put together. 

For the first screen at least, it is almost 
too easy to blast the enemy into smithe- 
reens while at the same time rescuing 



HI-BOUNCER 



As the friendly Mr Bounce you have to 
help your pals, who get themselves into 
lots of scrapes. You bounce and roll 
your way around the 3D town with the 
aid of the joystick or keys, carefully 
avoiding certain other Mr Men and 
several obstacles including birds, falling 
fruit and puddles. 

In the first screen you have to land 
feet first on Mr Tail’s scarf because he 
can't reach it. If that was all you had to 



do, then this game would be easy. 
Unfortunately, because Mr Silly is being 
very silly and walking backwards he 
doesn’t see you, and, if he accidentally 
bumps into you, then you lose a life. 

In the next level, you have to help Mr 
Lazy build his house. You do this by 
jumping onto one end of a see-saw 
which then sends a window frame flying 
into the house. This level gets quite hard 
as you still have to avoid Mr Silly and 
the puddles which start appearing. 

The next screen has you helping Mr 
Bump who is having trouble knocking 
fruit off his trees. You have to jump up 
and catch the moving fruit but avoid the 
red and yellow ones. This is rather 



(AMI: SINBAD 
MACHINI: BBC 8 
CONTROL: KEYS 
FROM: VIRGIN. £7.95 

You play the role of Sinbad the sailor in 
this fantasy game from Virgin. This time 
his quest is to convert his evil enemies to 
the peaceful way of life. 

These baddies float through the air 
and with the aid of your flying carpet, 
you must convert them by touching 
them. But don’t touch them twice as 
they still possess enough malice to 
knock you to the ground and drain your 

Once you've converted all of them 



without getting too battered in the pro- 
cess, you go on to a journey through an 
asteroid storm! You must control the 
carpet to avoid direct collisions with the 
asteroids that come hurtling towards 
you. When you manage to come out of 
this, the process is repeated with 
another type of enemy. The game ends 
when your energy goes down to zero. 

The fast flicker-free multi-coloured 
graphics are very good. The way in 
which asteroids spinning on their own 
axes increase in size as they come 
hurtling towards you is especially im- 

This game doesn't follow any stan- 
dard Pac-Zap-Invader type theme and 
the instructions claim that there is a 
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BBC owners already have a multitude of 
Kong derivatives to battle their way 
through. 

Graphics are fairly good, though they 
do lack clarity and there is only limited 

reasonable with a sensible choice of 
keys but it is easy to overshoot and 
successful play will rely on precision 
and patience. 

if you have a penchant for this type of 
game then I have no doubt you will 
enjoy this. Alligata have obviously put a 
lot of thought into what makes an 
exciting platform game. 1 just long for 
something more original. However, un- 
til that day comes 'Unk mangana'. 
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Rob Patrick 

the people, but as you rescue more, the 
battle becomes fiercer. Enemy aircraft 
arrive to complement the barrage of fire 
from the subs and airship. 

As you progress, the game becomes a 
compulsive shoot-’em-up but the 
graphics are very simple Beeb standard 
and the sound is vety unimaginative. 
The action is fixed to a single screen - if 
you try to go off the edge of the screen, 
the helicopter simply stops against an 
invisible barrier. 

This game is pleasant enough and I’m 
sure many will enjoy playing it, but I felt 
that the single screen, the simple con- 
cept and the rather crude graphics left a 
lotto be desired. ShingoSugiura 
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difficult with a black and white TV. 

The last screen has you helping Mr 
Snow who is melting in the hot sun. You 
have to jump up and catch a cloud with 
which you can shield the sorry snow- 
man. Unfortunately, the clouds shift a 
bit, and the birds aren’t exactly friendly 
either. Coupled with Mr Silly and other 
Mr Men it all makes this the most 
difficult screen. 

The colour is superb and the anima- 

game to be seen on a colour telly. My 
only grouch is that though there are 32 
screens they are all variations on the 
four described. So it doesn’t really pose 
a long-term challenge. Simon Rogers 
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special surprise reward at the end of the 
journey. 

Also, but more mundanely, the game 
comes with a trendy Virgin inlay card, 
but unfortunately none of this hides the 
fact that the game is only of average 
quality. In fact, because there are effec- 
tively only two different screens to 
master and the basic idea of the game is 
so simple, the game quickly becomes 
repetitive and boring. 

Coupled with the blunder that neither 
the energy nor the score is shown on the 
screen when the game is being played, 
and there are no extra options such as 
sound on-off, freeze or quit, Sinbad can 
only be described as mediocre. 
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GAME: TERRORIST 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: VIRGIN GAMES, £7,95 

A( the beginning of Terrorist you arc 
shown a map of the town which you 
must protect. You have a few seconds to 
memorise the map and then you must 
retrace the roads and rivers on a blank 
screen. You lose points if you make a 
mistake. 

From time to time there will be an 
attack on a building in the town, like the 
theatre or church. You must get in a 
helicopter and fly to its defence. 

When you arrive, you will be shown 



GAME: TIME ZONE 
MACHINE: COMMODORE 64 
CONTROL: KEYS, JOYSTICK 
FROM: CHANNEL 8, £6.95 

Time Zone, which is basically an 
offshoot of Scramble, starts in the year 
1561 when the dreaded Terrilon start an 
attack on Earth. These aliens can travel 
through time and take any form they 
wish. The object of the game is to clear 
them from several time zones. 

The Terrilon have got quite an im- 
agination! In the first screen they take 
the form of what appear to be pterodac- 
tyls and (lying volcanos. When you have 



GAME: TRAFFIC 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: QUICKSIIVA, £7.95 

After turbo-loading, the program greets 
you with a pleasant title screen, showing 
a (typical?) British 'bobby' who winks 
every now and then. Also present is Big 
Ben and a red London bus. How quaint. 
I hear you say - but there is more.. 

Following the instructions on the 
cassette inlay, you enter the game prop- 
er. and are treated to another traditional 
scene: that of traffic quickly building up 
at junctions and forming a traffic-jam. 
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the building which is under attack. 
Silhouettes of terrorists flit from place to 
place and you have to line up your 
gunsight to shoot them. You must finish 
them off quick, or you will lose some of 
your men. 

The object of the game is to either 
shoot all the terrorists or complete your 
map before you run out of points, fuel or 

The graphics are very simple: the map 
consists of only a few lines, the buildings 
arc very basic line drawings, and the 
terrorists are definitely not mini master- 

The time given for you to memorise 
the map is quite inadequate. You are 
unlikely to be given the same map twice 



blasted your way through that screen 
you're up against mutant pyramids and 
rockets. This is followed by killer cas- 
tles, winged horses and almost indes- 
tructable arrows. 

Next is probably the most amusing 
screen where you have to shoot down 
helicopters and UB40 forms above giant 
DHSS buildings. 

Finally you are up against funny little 
space things. This is probably the most 
difficult screen, as the space things come 
from behind. Since you can't shoot 
behind you, it is almost impossible to 
avoid them. 

Whatever form the Terrilon take, if 
they touch your craft, you lose a life. 



The part that you play in this common 
urban story is the role of traffic control- 
ler. Using your joystick (sorry - no 
keyboard bashers allowed here) it is 
possible to manipulate the various 



tratfic lights in the to 
allowing vehicles right i 
'Ah. easy!' you say. 
start the vehicles move 
up a jam quickly. What 



■ fast, and so build 
1 is more, it takes a 



little time to gel the lights to do just what 
you want. 

Complete your task by surviving for a 
certain length of time, without letting 
too great a bottleneck of traffic to occur, 
and you are given another piece of town 
to patrol. 



most unlikely that you will want to play 
Terrorist that much 

The terrorists flash on the screen in 
random places. You must line up your 
gunsight and shoot to kill. Since the 
gunsight moves extremely fast it only 
needs a tap on the joystick to send it 
halfway across the screen. This makes it 
almost impossible to fire accurately in 
the time allowed. 

In the end I found that I could kill 
more terrorists by randomly waggling 
the joystick with my finger constantly 
on the fire button. 

If you buy Terrorist, you'll probably 
throw your computer out the window 
with frustration! Steven Filby 



The game has 20 levels, the first two of 
which are extremely easy. To get 
through the first few screens you just 
have to keep your finger on the fire 

However, the game gets extremely fast 
after this, since every time you complete 
five screens you go up a level. You have 
a generous five lives, and an extra one 
every time you go up a level. 

The graphics are reasonable but 1 

advance review copy came without any 
- however the space sounds are good. 
The telex type message, which says that 
you are going to be warped to another 
sector, is a nice touch. Steven Filby 



The graphics are clear, fairly detailed, 
and all movement is fast. The vehicles, 
despite being a little jerky at times, 
corner very well. On the other hand, the 
sound is not the greatest ever heard, if 
you can hear it at all! 

Having said that, though, it must be 
made clear that Traffic is still quite a 
playable game, and challenging into the 
bargain. This is not leas! because of its 
originality. 

The game is also a little overpriced, 
but worth paying for if you want a 
change from purely reflex games. All 
credit to Quicksilva for bringing out 
such an intelligent, refreshingly down to 
Earth game. Richard Patey 



RE 64 • COMMODORE 64 • CO 



CAME: CHILLER 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK, KEYS 
FROM: MASTERTRONIC, £1.99 

This offering from Mastertronic bears 
more than a passing resemblance to 
Michael Jackson's epic video. Thriller 
To rescue your girlfriend from a 
haunted house you must leave your car 
which has broken down in the middle of 
a spooky forest many miles from the 
nearest AA station. Being a hero you 
decide to set off on foot through various 
blood-curdling screens, risking life and 
limb with every step you take 



GAME: FALCON PATROL 2 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: VIRGIN, £7.95 

There is barely a difference between this 
game and Falcon Patrol 1. a new land- 
scape and helicopters in pursuit instead 
of aeroplanes, but essentially the same 

Your plane patrols the skies over a 
war-ravaged town in the Middle East 
(it's all too realistic, it looks like Beirut 
on a bad day). The radar screen at the 
bottom shows the approach of the 
enemy helicopters, 

The choppers range from unarmed 



There are five screens - the forest, the 
cinema, the ghetto, the graveyard and 
finally the haunted house. On each 
screen you have to collect magic crosses 
from all sorts of tricky locations, as in 
Manic Miner. Nevertheless, Chiller is 
different enough from that classic to 
provide many hours of enjoyment. 

In the forest the crosses are distri- 
buted about the branches and on rope 
bridges. Your energy is sapped through 
confrontations with giant spiders, zom- 
bies and toadstools. Having collected all 
the crosses from the forest you move on 
to the cinema, in which more vile 
creatures attack you, this time in the 
aisles. Although I played for many hours 



troop carriers to the very dangerous red 
gunships. Shooting down the copters 
and avoiding their fire or fatal collisions 
takes a fair bit of concentration . 

It is a feature of the game that your jet 
will only change direction once it has 
decelerated sufficiently to allow a turn. 
So it's easy to get into a sweat swooping 
from side to side and up and down the 
screen, chasing the last few kills that will 
get you on to the next screen . 

One major change in Falcon Patrol 2 
is that the joystick control allows you to 
fire diagonally downwards as well as 
straight ahead, a facility that really com- 
es in handy when you've got swarms of 
helicopters to destroy. 



I never managed to get beyond the 
cinema. 

However, if you do get to the haunted 
house and rescue your girlfriend your 
problems have only just started. You 
now have to gel back to the car which 
means another perilous journey through 

The graphics arc not the greatest seen 
on the ‘64 but they are good, if slightly 
indistinct occasionally. 

On the sound side, a rendition of the 
song Thriller is played, although it does 
differ slightly from the original in places, 
with the odd wrong note thrown in for 
the sake of copyright. 

Buy this if you dare! Fraser Marshall 



Meanwhile, as the seconds tick by, 
you’ll find you’re rapidly running out of 
vital fuel. You've then got the tricky 
problem of slowing down over one of 
your land bases, swinging round to face 
forwards so that you hover, and then 
landing on the base to take on missiles 
and refuel. This is extremely dangerous 
if there are any enemy aircraft left 
because they have a nastv habit of 

totally vulnerable. 

The various changes and additions 
don't disguise the fact that Virgin have 
re-styled an old but good game. This 
does suggest a certain lack of ideas and 
effort on Virgin’s part. Adrian Ogden 






Poster Paster 

If you thought putting posters all over a 
town would be a messy or tedious job, 
then take a look at this game. 

As Bill Posters you have to paste up 
hoardings while protecting yourself, 
your posters and your glue from the 
Gnurds. Wazzocks and Drain Brains. 
This calls for a mixture of joystick 
dexterity and fast reactions. 
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posters have to be placed so that a pests will appear to try' and touch you. If Aquatic Wazzocks can be either help 

blue rim can be seen along the top and they succeed you die. or hindrance since they dilute your 

right hand side. Where there is no One variety of beast is a pair of waving paste. This is great if your glue has dried 
border it's either a matter of guesswork hands, which if allowed to reach your out and has gone solid but terrible if it 
or sometimes you’ll find the topmost box can mix up the order of your gets so runny that your posters won't 
rung on the ladder automatically puts posters. This can be disastrous if you stick. 

you at the right height. have eight rolls of paper to put up. You As you complete more hoardings the 

Precision hanging isn't your only will be looking for the right ones ail day. difficulty of the pictures and th e number 
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Education’s a scream 
down at Spooky Manor. 



Acomsoft have a range of education programs that 
encourage children to think logically and creatively. 

And at the same time, they make learning hags of fun. 

SPOOKY M ANOR: An adventure game tbr up to 
four players. Where exploring the creepy old house and 
solving mysteries involves co-operation and planning. 
It is suitable for children aged seven and upwards but 
many adults will enjoy the challenge it provides. 

Vi ORKSHOP: An easy to use and completely 
captivating program. Full of unusual machinery. 

By experiment children discover what each of the mach- 
ines can do with simple geometric shapes. For ages three 
or over, Workshop encourages highly creative thinking 
and experimentation. 

ABC: A writing tool designed for young writers 
aged seven and upwards. It is easily operated and quicklv 
understood and before they realise it children will be 
creating and reshaping their words and ideas. ^ 

TALKBACK: Both entertaining and demanding. 

It allows children to create their own computer 
'characters’ capable of holding simple conversations on 
the screen and provides valuable lessons in both F.nglish 



and computer literacy. For ages ten and over. 

All four programs are available for the BBC Micro 
computer on either cassette (£9.95) or disc (£11.50). 
Talkback and Workshop are also available for the Fleclron 
on cassette (£9.20). 

For your local Acomsoft stockist or to order by 
credit card simply ring 0933 79300 during office hours. 
Alternatively you can order the programs by writing to 
Acomsoft, c/o Vector Marketing, London Road. 
Wellingborough. Northants. NN82RL enclosing a 
cheque or postal order. Please allow 21 days for delivery. 
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Go for it with 



Available on Cassette £ 7.95 



I. Straight Race ^Obstacle Race S.Wheelie 
I. Long Jump S.Hlgh Jump A. Bunny Hop 






CAME: GUMSHOE 

MACHINE: COMMODORE 64 

CONTROL: JOYSTICK 

FROM: A&F, £7.90 

A&F hit the jackpot with their last 

game. Chuckie Egg, which became a 

best-seller on a number of different 

machines. Have they done it again with 

Gumshoe? 

Using your joystick (there’s no 
keyboard option, which is a pity) you 
must explore a house and find a young 
lady who's been kidnapped by baddies. 
Once you’ve found her you move on to 
the next level. 

The screen is divided into floors 



CAME: BUCK KNIGHT 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: INTERDISC, £9.95 
This month marks a new phase in the 
development of computer games: large- 
scale animation. The detailed move- 
ment of the Black Knight has to be seen 
to be believed. 

This character stands about a quarter 
of the screen in height and is made up of 
no less than nine different sprites. Each 
of the different movements he’s capable 
of involves him moving through a num- 
ber of 'frames' - the effect is stunning! 

The actual game, I can't make up my 



joined by escalators, which occasionally 
change direction, ladders, and lifts 
which travel up and down stopping at 
each floor. The display scrolls approp- 

You can also jump down laundry 
chutes, which take you down several 
floors, or through trap doors, which 
simply get you to the floor below. 

There are 10 different ‘houses', each 
approximately 15 screens in size. There 
isn’t a lot of variety - it's the layout 
rather than the contents that change. 

The different floors are crowded with 
trigger-happy hoodlums. You can either 
shoot them or, if you're lucky, bump 
into them. This sets off a nice fight 



mind about. Taking the role of the 
knight you have to run a very' challeng- 
ing obstacle course across a series of 20 
or more screens. 

First, mounted on a brilliantly- 
animated horse, you gallop across a 
scrolling landscape. Gaping pits and 
chasms appear in your path which you 
must leap. At the same time meteorites 
descend from the skies and must be 
avoided. You can speed up, slow down 

In the next stage, you dismount and 
continue on foot. This time the terrain 
has become decidedly unstable, and you 
have only a few moments in each screen 
before the earth gives way under your 



Cliff Hanger 

This one’s really going to have you on 
the edge of your seat. Can you, clean-cut 
Cliff Hanger, put paid to two-gun-totin’ 
El Bandito? Can you even figure out 

Cliff Hanger is the first of what may 
be a new breed of game - the arcade 
cartoon. You find yourself in one of 
three locations with certain tasks to 
perform but the action proceeds in 
hilarious cartoon style. 

Our hero finds himself on a cliff. Out 
of the distance, down the dusty desert 
road, the hairy bandito comes, guns 
blazing. When he disappears in the dip 
of the road before coming into murder- 
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you win, you're charged S 1 50 for medic- 
scoring system. You get cash for each 
hoodlum you kill, and a special bonus 
for finding the girl. But it gets spent on 
ammunition and medical fees. 

It hardly seems fair to compare any 
game with Chuckie Egg - Gumshoe is 
still an enjoyable romp, even if it doesn't 
quite have the edge on its predecessor. It 
doesn't have anything outstandingly 
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certainly colourful but there are one or 
two nasty clashes and character over- 
laps. Your ship has a limited ability to 
change height but this is only over a 
small area of the bottom of the screen 

flight attitude. 

There were one or two slight niggles 
about the game because it is hard to 
judge your firing position accurately and 
too much of the action is left to chance 
rather than skill. These don’t spoil the 
game though and it will be a welcome 
addition to any Memotech owner's 
spartan collection. 




Games players who still haven't had 
their fill of platforms should find some 
intriguing challenges here, and should 
be satisfied by the cartoon-style 
graphics. The sound is kept to a mini- 
mum with no tunes. There is a switch off 
facility but it’s not really worth the 
trouble. 

Whether you decide to buy it is up to 
you of course, but it is an entertaining, 
well thought out and fun cassette incor- 
porating a unique customising feature 
which will hopefully make other soft- 
ware houses take notice. 

Simon Chapman 
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PLAY 

HAVOC 

WITH YOUR COMPUTER 



“Possibly the ultimate challenge for arcade fans, 
and a brilliant piece of programming " 



HERE’S A VERY SPECIAL OFFER TO HELP YOU! 

Ffl ee voucher FR ee XW FP ee s»voc FR eE §™*5I T 





To take advantage of this special offer, send cheque or 


HAVOC for the CBM 64 — £9.95 
HAVOC for the SPECTRUM — £7.95 


P.O, fo Dynavision, P.O. Box 96, Luton LU3 2JP, 
Credit card orders to 0582-595222 (24 hrs.) 

Please send me a copy o! HAVOC 


• • • 


Available from all leading computer stores and 
retailers, including W.H. Smith, Boots, John 


Address 


Menzies, Spectrum Group, etc. 
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CAME: SPACE ACE 2101 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: OZI SOFT. £7.95 
Space Ace 2101 borders on being an 
arcade-adventure. The basic idea of the 
game is to fly around the Mhiyken 
system in your spacecraft, shooting 
down every alien you can find. 

However, there is more - as in adven- 
ture games, you are given money and 
opportunities to spend it on necessities. 
At space ports it is even possible to pick 
up passengers. If you take them to their 
destination, you will receive a reward. 
In fact, a lot of things in this game rely 



destroy earns you a little more credit. 

The really meaty bits of the game 
occur with the arrival of Zadron bombs 
and tractor beams, but you need quite a 
lot of cash for those! By far the most 
interesting part of the play is finding the 
alien production line, guarded by an 
impregnable shield and ‘code locked 
star-gates'. Destroy these with an X-ray 
Zadron bomb, and you'll never want for 
money again. Or at least I hope you 
won't - 1 haven't got that far yet, but it is 
tantahsingly near! 

The planetary and inter-planetary 



graphics are nothing special, but the 
animation is not too jerky and serves its 
purpose. 

Sound effects are pretty awful, and 
encouraged my cat to sing along! Fortu- 
nately. there is a redeeming feature; 
games can be loaded or saved onto tape, 
just like a normal adventure. 

To play the game, not only is a joystick 
necessary, but you will have to reach 
towards the keyboard and press certain 
keys whenever options are displayed. 

In conclusion, Space Ace 2101 is not 
the greatest game you will ever play... 
but the idea is good. Could be ideal for a 
Defender- less afternoon . 

Richard Patey 



GAME: HIGH NOON 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: OCEAN, £7.90 



In this Wild West shoot-out you face 
odds that make John Wayne's efforts in 
‘Rio Bravo’ look like a walk in the park. 

The meanest gang west of the Pecos is 
about to hit town, aiming to rob the 
Bank and carry off the saloon girls from 
Saucy Sue’s. Like a mad fool - sorry - a 
real tough hombre. you walk out onto 
Main Street, never wondering why the 
only man left in town is the undertaker. 
A man’s gotta do what a man s gotta do. 

You don’t have to w'ait long, all of a 



sudden the street is swarming with 
bandits and you open up with your 
six-shooter littering the street with dead 
outlaws. 

The undertaker, Riga Mortis, drags off 
the corpses, which is a nice touch. 

At the end of each wave of baddies 
you have a shoot-out with a single 
outlaw'. As soon as you see him draw his 
gun you must press fire to kill him. or 
else you’ll get a bellyful of bullets. 

The game consists of two screens, one 
shows Saucy Sue’s Saloon and the 
Bank, the other is the gang's hideout - a 
cave. You get onto the latter screen after 
you have finished off the fourth wave. 
The graphics are very realistic, especial- 
ly the galloping horses. 



The music is good since it is just the 
sort of tune you expect to be drifting out 
of Saucy Sue’s Saloon, but I have my 
doubts whether it would have been 
computer generated in those days! 

The game has 'Novaload' so you have 
a picture and some music while you w'ait 
for it to load. It also tells you the number 
of blocks left to load, so you realise you 
won't have to wait forever! 

Although the game is basically a 
shoot- 'em-up, some skill does come into 
it, since you can hide in the saloon for 
safety. Also, the outlaws will not shoot if 
one of their pals might be hit. 

The outlaw's, horses, dynamite and 
fast bullets should keep you entertained 
for a long time. Steven Filby 
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SUMMERGAMES 




THETOPU.S.AND 
UK. OLYMPIC 
GAMES PROGRAM 

You're an Olympic athlete 
competing in eight key events at the 
SUMMERGAMES. 

How well can you score in track, 
swimming, diving, shooting, 
gymnastics and more? So realistic, 
there’s even an opening ceremony 
and awards presentation after each 
event. 

Unlike other "Olympic-like" 
games, SUMMER GAMES has 
incredible realism, superb state-of- 
the-art graphics and sound effects, 
including national anthems from 
eighteen countries and true action- 
strategy game ' 
you must plan 

game strategy in oroerto maximise 
core. It s not just a matter of 
how fast you can move the joystick. 

So change into your running 
shoes, grab your joystick and GO 
FOR THE GOLD! 

£14.95 
£19.95 



QUICKSILVA 

PRESENTS 



1 ° 






Screen Test 
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wider Dash — 1 00% addiction 



Fun' was the title of my 
school, but 1 never believed 
net Boulder Dash, and the 
of gravity were revealed to me 
in all their resplendent glory. 

This game is so addictive that if it were 
sold on the streets angry parents would 
petition Parliament to have it banned. 
Work ceased in the PCG offices while 
hacks queued up to get their dose of 
frantic gameplay, Busy reviewers drop- 
ped everything to devote themselves to 
cracking just one of Boulder Dash's 16 
different stages. Hours later they were 
dragged away from the screen, weeping 
from the frustration of failure. 

Looking at a screen shot you might 
onder what all this fuss is about. 
Looks a bit like Dig Dug , with lots more 
boulders. And the object of the game is 
similar - dig away and collect the jewels 
from a series of caves. 

But the execution of the game and its 
iriety make it infinitely more enjoyable 
and thrilling. 

ere are all those rocks. 
They behave in what, at first, seem very 
strange ways and deaths come thick and 
fast. But soon Rockford - the cute little 
figure you guide - figures out what's 
1 ening. If he removes the ground 
under a pile of rocks, then they're 
going to come tumbling down. 

Rockford, his foot tapping impatient- 
ly when he’s waiting, zips around the 
screen with great agility. He needs to be 
quick to stay alive: he can support a pile 
of boulders, but as soon as he moves 
they fall and he's got to clear out pronto. 

All the caves are the size of several 
screens and are viewed through a 
smooth-scrolling 'window'. In each 
cave Rockford has to collect a certain 
number of diamonds, at which point a 
secret door is revealed and he can exit to 
the next cave. 

One excellent 



Try this puzzle 



Here’s a typical situation that might arise in Boulder 
Dash. Can you get the jewel without getting yourself 
trapped or crushed? In the real game you'd only have a 
moment to think about it. But try working this one out 
before turning to page 88. Remember: 

■ If Rockford moves (digs) into a space containing earth, 
the earth disappears and will no longer support boulders. 

■ A boulder will not fall, so long as Rockford is still 
standing under it, but when he moves out, it falls into the 

■ A boulder standing on another boulder or on a wall, 
will topple off if the space diagonally below it is cleared. 

■ Rockford can push a single boulder horizontally, 
provided there is space the other side. 

■ If Rockford is hit by a falling boulder he dies. 








Our adventures combine strong story lines, 
sound, to produce games you will 
Strategy games ranging from the 
Arthur's Court, nom the oil business to a 
your skills and imagination. 



For more information on the tough nuts 
Phone us on Brighton (0273) 608331 NOW 



Jngames bring 
you the most 
entertaining and 
fulfilling adventure 
and strategy games. 



CASTLE FEAR 



enturies ago, the evil wizard stole the Golden Crown 
the seven Diamonds of the Ancient Kings. 

He has hidden them deep within his stronghold, 
Castle Fear, where there are many mystical creatures to 
guard them. It is rumoured that the wizard himself keeps 
the Golden Crown, and that he has given the Seven 
Diamonds to his servants of evil. Over the years, certain 
brave adventurers have penetrated the Castle, but none 
have ever returned. 

To win the hand in marriage of the Princess, you 
must dare the evils of Castle Fear and return with the Golden 
Crcrwn and the Seven Diamonds of the Ancient Kings. 

A sophisticated adventure with full graphics and sound 



FLAME ISLAND 



FLAME ISLAND 



Throughout the seaports of the old world a rumour 
has spread - the monks of Flame Island have found 
the fabled Emerald of Power. 

The origin of the Emerald is lost in the mists of time, 
however the stories suggest that it has esoteric powers of a 
mystical nature. It is suggested that the monks have placed the 
Emerald on a dias deep within their temple and have laid many 
devious traps to protect it 

landing at the harbour of Flame Island, you must find the 
temple and retrieve the Emerald of Power. In order to escape safely 
you must signal your ship to return to port and safely embark 

A sophisticated 
adventure with full 
graphics and 



CASTLE FEAR 




Postal enquiries to:- 

BRAINGAMES Amplicon Group 
Richmond Road, Brighton East Sussex BN2 3RL 
Tel Brighton (0973) 608331 Telex: 877470 AMPCON G 
Bramgames is a division of Amplicon Micro Systems Limited 
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CAME: JET PAC 
MACHINE: BBC B' 

CONTROL: KEYS. JOYSTICK 
FROM: ULTIMATE, £7,95 
It's here! The classic shoot-'em-up from 
Ultimate is now available to soothe the 
itching fingers of trigger-happy Beeb 



assemble your rocket from 3 component 
parts, fill it with fuel, and blast off to 
confront the next attack wave Meteors 
zip in from either side, but you can 
dodge them, blast them , or take refuge in '-‘ r 



te top-right-hand c: 



:r if you need 



There are 16 levels to the game, each 
with the same screen layout, but with 
different aliens to blast away at. You 



The only other features of the screen ar 
3 small platforms suspended in space. 
At the beginning of the game you mu: 



As soon as you’ve got a full tank you 
enter your rocket and take off for the 
next screen. On subsequent screens you 
simply refuel your rocket before moving 
on. Not an easy task, since those pesky 
aliens are constantly zooming, wriggling 
or bouncing in from side to side. You 
lose a life if you bump into an alien, but 
your laser has unlimited fire power. 

Extra points are gained by picking up 
the occasional treasure as it falls from 



: 



GAME: GUNSLINGER 

CONTROL: JOYSTICK. KEYS 
FROM: OMEGA. £1.99 
Gunslinger is a version of the gunfight 



or a human opponent and as usual 
such games, duelling with a friend i 
far the more enjoyable option. 



by 



arcade game. Boot Hill, whe 

desperados face off across a dirt street in 
a one-horse town in the Wild West. 
With only cacti and the occasional 
passing stagecoach for cover, the play- 
ers zip up and down the screen, guns 
blazing. 

The game is very much a battle of wits, 
with victory going to the player who can 
blast away with accuracy while dodging 
all the lead flying from the other direc- 



This is e 
here the computer is a murderously 
scutate shot, and you’ll find you’re 
getting through your five lives faster 
than they got through sheriffs in Dodge 
City. Each ti — — *-**- * u - ■*•••* ‘ 




touches worth mentioning. The so 
dreadful and most people \ 



^ 

S GAME: ROLAND IN TIME 

N MACHINE: AMSTRAD 
N CONTROL: JOYSTICK, KEYS 
5 FROM: AMSOFT, £8.95 



A/ViaOr I , .. G . Vj , | Jvi-gan / | r 
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o be just about the first 
original Amstrad game. Reliable sources 
say that it is also the first game Amsoft 
are proud of. Well, their previous efforts 
were nothing to be ashamed of - even if 
they were all conversions from other 
machines but Roland in Time is 
tainly their best offenng yet 
Not that it’s a terribly original ktea; 
Roland is yet another variant on Ye 
Oldc Platforme Game. But every com- 
puter should have one, and this IS an 
excellent example of the genre. 



R 1984 
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above. Objects are collected simply by 
passing over them. There’s a two-player 
option and a sound-off control, which is 
lucky because the sound effects are 
pretty meaty. 

My only reservation is that / el Pac is 
now over a year old on the Spectrum, 

this latest version. In fact, I personally 
didn't think that the graphics were quite 
as good on the BBC as they were on the 
original. The sound, obviously, is a vast 
improvement. 

Purists, however, will argue that the 
game is great as it is and, once that 
familiar display flashes onto the screen 
and the pace hots up, it's really rather 
hard to disagree. Steve Cooke 

appealing to hear the Death March for 
the umpteenth time (‘because it was in 
the original'), instead they'll turn the 
sound down, or stuff their ears with 
cotton wool or whatever else is handy. 

The graphics, too, are nothing to write 
home about and, taken with the poor 
sound effects, I’m left wondering why 
the programmer needed an expansion. 

very quickly and the cowboys are equal- 
ly nifty, scurrying up and down with 
great smoothness. People who found 
the arcade game addictive will get a kick 
out of it. Personally. I’m aiming m 






different direction, ..so Took out 

Adrian Ogden 
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evil Maestro, and must find thi 

are scattered throughout 55 locatii 
ten time zones. Roland can warp from 
zone to zone by stepping into a Tardis- 
like contraption. Fittingly, the theme 
tune is borrowed from the Dr Who 
television series. 

The screens all have the wacky names 
and ideas that are now dc rigueur in 
such games. Time zone 6 finds Roland 
trying to collect crystals from the Missile 
Silo, while zone 7 is called After the 
Holocaust and comes complete with 
whirling CND signs. 

Ladders, lifts, water, deadly birds, 



rampaging soldiers: there are lots ol 
obstacles for the chipper little Roland to 

overcome as he goes collecting. Some sound is a pleasant acco 
zones are much easier than others, so While there is nothing origi 
it's a welcome facility to be able to warp Roland’s 53 screens of inti 
away to a more relaxing screen when form action will keep Ams 
you get frustrated. occupied fora longtime. 

Graphics in this game are of a high Pi 



standard - colourful and i 
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The game, which requires a 16K RAM 
xpansion, is based on Ihe famous Man- 
' Miner for Ihe Spectrum. Just read our 
sview of it on page 48 and you should 
ave no trouble answering the questions 
n the entry form below. (If you don’t 
;ant to cut up the mag, send us a copy of 
le form.) 



Answer these three questions about the 
game. 

1) How many screens does it have? 

2) What are four things to avoid? 



*IRED OH fuzzy pictures on your 
TV? Sick of fighting with the family 
r whether YOU should be zapping 
ns or THEY should be watching 



your entiy. y post it to Cliff Hanger 
Competition, Personal Computer 
Games, 62 Oxford Street, London 
W1A2HG. 

The closing date is December 21st, 



that the model awarded is comf 
with the winner's computer.) 

The 25 runners up will receive i 
of the game Cliff Hanger which rt 
the Commodore 64. 

There is no entry form, so mak 



Competition 



100 prizes ter Vit 20 owners! 



WIN A COPY or 
PERILS OF WILLY 



L eap for joy, Vic 20 owners! Not only 
has the game you've all been waiting 



for at last been released - you’ve also got 
a great chance of winning a FREE 
COPY. 

We've got 100 Perils of Willy casset- 
tes from Software Projects here in the 
office and we’ll be sending them to the 
first 100 people who can give us the 
correct answers to three simple ques- 



When you’ve filled it in, post it to 

Perils of Willy Competition. Personal 
Computer Games, 62 Oxford Street, 
London W1A2HG. 

And remember - with so many copies 
up for grabs, you've got a great chance of 
winning - so act quickly! 



i Perils of Willy Entry Form 



CLIFF HANGER 
CARTOON CONTEST 



Generation Software has ushered in the 
age of the arcade-cartoon (see our re- 
view on page 78-9). So we decided it was 
time to hold a cartoon competition . 

Already some of you have had us in 
stitches with your cartoons for our 
Noticeboard - so we know there’s plen- 
ty of talent out there. 

What we want you to do is simply to 
send us a cartoon (or cartoons) which 
you yourself have thought up and 
drawn, and which is linked in some way 
with computer games. 

The person whose cartoon we think 
the funniest will win a Microvite Colour 
Monitor for his computer. (Microvitec 
produce monitors suitable for the Spec- 
trum, Commodore 64, Vic 20, BBC, 



Win a colour monitor plus copies of a great new game | 







, Competition 



Win a flight over the Atlantic in our 
a-maze-ing Strangeloop competition! 
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adventure produced by Virgin Software, 
a PCG hit in our last issue. It runs on a 
48 K Spectrum (and a Commodore 64 
version is coming soon) but the com- 
petition can be entered by anyone. 

As well as the main prize we shall be 
giving away 25 consolation prizes con- 
sisting of a Virgin T-shirt, a copy of 
Strangeloop (for either Spectrum or '64) 
and a set of posters 

This is what you have to do. Turn to 
our exclusive colour map of Strange- 
loop on page 130-1. This shows all 240 
of the game's locations. The idea of the 
competition is that you work out the 
shortest route possible through a series 
of the most significant locations. The 
sequence you must follow is this: 

Start (LC)~> Scooter Room (KE) — > 
Vcndromat (KG) --> Monitor Produc- 
tion Line (XJ) ~> Rusty Robot Room 
(TC) --> Sick Bay (LA) --> Reactor 
(DA) --> Security Check (II). (The 
letters in brackets give the grid location 
on the map.) 

Given this information, you have to 

visiting as FEW rooms as possible. So aH 
you have to do is plan the route, add up 
the number of rooms entered and write 
this number in the entry form. The start 
and finish rooms should both be in- 
cluded in the count, and if you visit the 
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Software Projects Limited. Bearbrand Complex, Allerton Road, Woolton. Liverpool L25 7SF. 
Telex: 627520 Telephone: 051-428 9393 (4 lines). 
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Send a large stamped addressed 
envelope for more detailed 
information on our new releases, 
plus a free large poster. 

All sales enquiries to: 

Colin Stokes 
(Sales and Marketing) 

For Mall Order only: 

Software Projects. P.O. Box 12. L25 7AF 

Selected titles available from:— 

John Menzies, HMV, Boots, Woolworth. 
Spectrum and other large department 
stores and ail good major software 
retailers. 



Software Projects, f 




BY DAVID CRANE 



Yes. Ghostbusters is a computer game, too. 

The game play follows the film with incredible 
accuracy. Even down to the chart-topping music score. 

Your task is to rid the world-and in particular New 
York City -of a cataclysmic plague of ectoplasmic nasties. 

Play it well and we give you a Ghostbusters franchise - 
with your own secret account number. Use this number and 
the money it brings you, to buy the same ghost busting gear 
they had in the film. (Don't worry- we'll give you some 
money to get started.) 

You will have earned it. And you can use it to go to 
undreamed of levels. Don't try to use someone else’s 
number; well find out. 

AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, J 
AND GOOD COMPUTER SOF 



From then on, it's you against the ghosts. All the way I 
to the Temple of Zuul. 

Where the final battle begins... 

Designed by USA's David "Pitfall II and Decathlon" I 
Crane and running on Commodore 64 cassette and disk I 
and Spectrum. Coming soon on other systems. 

"AcfiVisioN 

Your computer was made for us. I 

IN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH 
ARE STORES EVERYWHERE 




YOU MARVELLED AT BEACH-HEAD... 

NOW ACCESS PRESENT THEIR LATEST MASTERPIECE : 







Dealers! For information on how lo become a U.S. Gold Stockist write to: 
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: i 



The most breathtaking 
3-D graphics yet seen on 
the Commodore 64! 

Gripping arcade action 
Multiple scrolling 



Agreement, the 

Soviets believe their treachery will lead to ^ 
total world domination. Our only hope Is our 1 
space station equipped with stealth 
bombers, which can tly undetected In Soviet 
airspace. 

As squadron leader, you must lead your ft; 
commandos on a virtual suicide mission, [i£j| 

knock out the Soviet launch sites, and then 
proceed into the city of Moscow. Armed with only the 
weapons you can carry, you must seek and destroy th 
Soviet defence oentre to stop the attack I Top multi- 
screen action I 



U.S. Gold is stocked by all leading 
computer stores Including: 
BOOTS WH SMITH JOHN MENZIES 
WILDINGS WOOLWORTH 





s YOU HAVE TO , 
GET H/M POtVN 
15 , 742,835 , 

v CHIMNEYS' a 





We apologise for any delay in the release of software 

MILES BETTER SOFTWARE 

221 Cannock Road, Chadsmoor, 
Cannock Staffs WS11 2DD. 
Tel: 05435 3577 



US GOLD SOFTWARE 


CASS 


DISK 


*BEACH-HEAD 


9.00 


12.00 


RAID OVER MOSCOW 


9.00 


12.00 


STRIP POKER 


8.00 


12.00 


* DALLAS QUEST 


- 


12.95 


*SNOKIE 


9.00 


12.00 


*BRUCELEE 


12.95 


12.95 


*FORT APOCALYPSE 


9.00 


14.00 


*DRELBS 


9.00 


14.00 


SENTINEL 


9.00 


14.00 


♦ZAXXON 


9.00 


14.00 


*BLUE MAX 


9.00 


14.00 


*SOLO-FLIGHT 


12.95 


12.95 


♦NATO COMMANDER 


9.00 


12.00 


♦SPITFIRE ACE 


9.00 


12.00 


*F15 STRIKE EAGLE 


12.95 


12.95 


♦FORBIDDEN FOREST 


8.00 


12.00 


♦AZTEC CHALLENGE 


8.00 


12.00 


SLINKY 


8.00 


12.00 


♦CAVERNS OF KHAFKA 


8.00 


12.00 


BUCK ROGERS 


9.00 


12.00 


SPY HUNTER 


9.00 


12.00 


TAPPER 


9.00 


12.00 


CONGO BONGO 


9.00 


12.00 


SCROLLS OFABADON 


9.00 


12.00 


POO YAN 


8.95 


11.95 


♦FLAK 


8.95 


12.95 



MANY OF ABOVE TITLES AVAILABLE SHORTLY FOR ZX SPECTRUM. 
TELEPHONE FOR DETAILS. 

*PHONE FOR SOFTWARE AVAILABILITY 
AND SOFTWARE LISTS FOR 
COMMODORE AND ATARI 

More software available shortly 
Add £1.00 for overseas orders 



ACCESS/VISA WELCOME 




LISTING 3 



LISTING 2 



Program Library 



• tape and type load*'”. 
stings will load. If the 
in’t work properly, re- 
td (using merge"”) and 



graphics mode. 

a(8), b(l), c(2), d(3), e(4), f(: 
g(6), h(7). i(Shift 7). ((Shift t 
k(Shift 5), l(Shift 4). m(Shift : 
n(Shift 2). o(Shifl l).p(ShiftS). 



PC GAMES 
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Attention all 
Amstrad owners ! 




Please send me a copy of 

KARLS TREASURE HUNT 



Available on the Amstrad CPC 464 



KARLS TREASURE HUNT 

Our hero Karl has fallen on 
hard times so when he learns 
that his entry has won 1st 
prize in a quiz competition he 
is naturally delighted. His 
prize is a weekend stay at 
'Wonga Mansion' and hidden 
somewhere in the mansions 
40 rooms is a treasure chest. 
Karl has to collect the 40 keys 
to unlock the chest. Can 
Karl's luck be changing for 
the better. 



£ 2.99 





£7.95 



£7.95 



R fost-oction arcade-style gome. Vour aim is to 
cotch the foiling barrels and throw them into the 
ship. Twelve separate screens with fascinating 
graphics including kangaroos, octopuses, 
penguins, birds, biplanes, fork-lift trucks, 
conveyor belts, lifts ond walkways. The high- 
score table can be saved and loaded from tape, 
and the program includes a demonstration mode. 
(JOVSTICKS ON IV) 

• ••N€UJmeF)S€»»» 



MA. UIIZ 

from the author of Percy Penguin, Mr. UJiz is a 
superb arcade-type multi-scene game. Guide Mr. 
UJiz around the garden to eat the cherries whilst 
avoiding the evil gremlins. The gremlins can be 
killed by dropping apples on them or by throwing 
the crystal ball. Cxtra points can be gained by 
eating the magic mushroom, but beware ... this is 
the home of the gremlins and makes them 
permanently furiousl 
(KCVBORRD OR JOVSTICKS) 

• • •weu; m&tsem • • 



"MR. UIIZ" IS RISO AVAILABLE FOR THC B.B.C. MICRO RND ACORN 
ELECTRON. RND "WORLD GEOGRAPHV" IS AVAILABLE FOR THC ACORN 
CLCCTRON. All CRSSCTTCS ARC £7.95 INCLUDING VAT RND P.GP. 




UIORLD 

GCOGRRPHV 

£7.95 



Two excellent educational programs which 
make learning geographical facts enjoyable 
and stimulating. UJORLD GCOGRRPHV 
covers 1 66 countries pinpointing each on 
an accurate high-resolution screen map of 
the world. The countries are divided into 8 
categories of difficulty, and the program 
tests your knowledge of capitals and 
populations. U.K. GCOGRRPHV tests your 
knowledge of the towns, counties, 
mountain ranges and islands In the United 
Kingdom. Vou can choose whether to 
attempt to name the places as they are 
indicated on the high-resolution map of the 
British Isles, or to find the location of places 
given by the program. Two enthralling and 
informative programs. 




U.K. 

GCOGRRPHV 

£7.95 



UK PAV UP TO 20% ROVALAES FOR HIGH OURUTV COMMODORE 54 PROGRAMS 











more Ilian about six locations. Just to 
tantalise you, one of the treasures is 
plonked almost right in front of your 
nose at the beginning - but try picking it 
up and you'll see that all is not as easy as 

shelves - and both available on a wide 
range of machines. Now let's take a look 
at something quite different - three 
releases each of which offers something 
rather unusual. 

Lone Wolf 

The first is the Lone Wolf series foi 
the Spectrum, though I imagine that 
there will soon be similar offerings foi 
other machines, There are two games in 
the series so far Escape from the Dark 
and Fire on the Water. Both titles offer 
excellent animated graphics and a very 
unusual format. 

The cassettes come either on theit 
own or with an accompanying book 
that gives some idea of what to expect 
from the games themselves. The books 
tire split up into numbered sections each 
of which contains a stage in the develop- 
ment of the plots I say plots rather than 
plot, because the story changes as you 

This is because whenever you come to 
a crucial point in the story, you have to 
make a decision. Depending on the 
decision you make, you are then 



Aid for addicts 

Use the Clue Code at the end of each 
problem to identify a square on the grid 
Starting at lhat position, read every 
s -ond letter until you have a complete 
sentence. When you reach the end of a 
row. go back to the beginning of the next 



playing an adventure game on a compu- 
ter, so it's only natural that Arrow, the 
publishers, have decided to offer a game 

The format is as follows - there's a 
graphics screen surrounded by an 
attractive border and a scrolling text 
window below. You place a keyboard 
overlay on top of your Spectrum. The 
storyline scrolls on the screen, and 
whenever you have to make a decision 
you press the appropriate key and the 
program jumps to the next stage in the 

There arc also extensive fight 
routines, requiring diligent pressing of 
Parry, Thrust. Chop, and Swipe keys. 
Your fighting skill and energy' are moni- 
tored on the screen, and when you run 
out of energy Lone Wolf (that's you) 
bites the dust. 

The light sequences are wen- 
animated. and after a couple of hours 
playing I decided that there really was a 
tactical element which made them 
much .more satisfying than the usual 
You -stab-the-Di rc-Wolf routines that 
other games tend to offer. 

Escape from the Dark and Fire on 
the Water are consecutive games, and a 
character developed in the first can be 
loaded into the second ready for action. 

So what’s different about these 
games? The first thing to notice is that 
the program itself dictates your move- 
' ments. For instance, you can t type in 
'Go West' unless that is presented to you 
as an option to be selected. In this 
respect the game is more limited than a 
traditional adventure. 

However, all the space saved by the 
absence of complex parsing' routines 
(the bits of the program in a normal 
adventure that scan your inputs and 
generate appropriate responses) means 



You can choose your o 
destination, and invest 
dead-ends, some of 
rewarding than others. 

The Wii itc wizard $ 
the thumbs-up and I 
more along the same li 
different in feel to (lit 
graphics games, but I 
value all of their own. 

It is. incidentally, t 



The Prince 



amined by adventurer 
those with a D&D bac 
The scenario is as 



\ ADVENTURE NEWS ■ ADVENTURE NEWS 



2. Is the giant in Twin Kingdom | 
Valley too sick to help you? Here's a 
tip. .(Clue Code A2). 

3. Can t get the heavy gold nugget out 
of the cave in Colossal Adventure ? 
(Clue Code D2). 

4. Can't capture the man-eating pan- 
cake in Beyond the Kitchen? Here at 
last is the answer (Clue Code P7). 



PSS has brought out 
Swords and Sorcery - a 
new D&D style game for 
the Spectrum that allows 

machines via Interface I 
network. 

There are at least three 
modules in the package - 
the Network module, the 
Village (for trading, rest- 
ing. and depositing trea 
sure), and an unspecified 
number of Advanced 
Player Modules. 

PSS claim (hat the 

two years to develop. A 
Commodore 64 version 
is on the way. and the 
price is £9.95. 



Kilburn capers S 

Oric owners can cheer f 
up a bit with the news of tl 
a new Oric adventure v 
from Tansoft. Called the S 
Kilburn Encounter it is ii 
billed as a ‘Monty h 
Python-style adventure, c 
The game should be fi 
available as you read this 
for 1)7.95. It will of course g 
be Atmos compatible 1 

Second superhero 

Adventure International j- 
are on the verge of bri ng- t 
ing out Spiderman, the £ 
next in the Marvel series 
following the very enjoy |, 
able Hulk. a 

The game w'ill be avail- < 
able for the usual wide f 
range of machines. a 



Adventureworld t 



lipstatl (magistrate 
h player has certain 
to his profession - 



aracters the players 
to recruit help from 

stle trader. During 
e player at a lime 
o other players will 
working for you or 
Occasionally, for 

;e of his double- 
it either player, 
passcode which he 
ic game in order to 
ther players from 
op out for a slice of 
or whatever you 



; only 10 inputs in 
ind out as much as 
1 your spies and ask 
: your less desirable 
j attack your oppo- 



ind enjoyable col- 
the human players. 
II find yourself in- 



unscrupulous devil you, of course you 
wouldn’t do a thing like that, would 
you? Oh yes you would . . . 

Like the Lone Wolf games The Prince 
is very far from being a trad adventure. It 
is. however, a game that will appeal to 
adventurers who enjoy a get-together 
and the chance to outwit each other. 
Again, the White Wizard, while granting 
this game a place on his now crowded 
shelf, would be pleased to hear from 
other adventurers as to what they think 
of this new breed. 

Macbeth 

Finally - in the 'New' Trends' depart- 
ment - we have Macbeth from Creative 
Sparks for the Commodore 64. This is 
quite a handful, this one. Two tapes, 
four games, plus a copy of the 
Shakespeare play, bach of the four 
games is related to part of the play, and 
each is in a different style. 

All four games feature grpahics to a 
greater or lesser extent, and the standard 
of these is extremely high. In each game 
you must achieve certain objectives that 
will allow you to achieve the goals of the 
character you are playing. In the first 
and last games you play Macbeth, in the 
second game you are Lady Macbeth, 
and in the third you are one of the Three 
Witches' assistants 

With the exception of game number 3, 
these are all text-games with graphics 
added in places. Unfortunately, they rely 
very heavily on your ability to phrase 
your inputs correctly. Although they 
will tell you which words are not under- 
stood (by highlighting them in red) they 
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' Adventure world 



Wizard's 

Mailbag 

GREETINGS O ADVENTURE KING’ 
logins Fraser McCallum in a recent 
etter. Flattery will get you nowhere, 
-rascr, but you obviously know your 
inions and arc hereby elevated to the 
ank of Honorary Wizard, given the 
freedom of the City of Ehdollab, and 
awarded with the kingdom of Hyrkania 
ilus 1 million credits. 

Fraser writes in about The Lords of 
Midnight, as did many other Advcn- 
ureworld readers this month. He points 
jut that Fawkrin the Skulkrin. Farflame 
he Dragonlord, and Lorgrim the Wise 
;an all destroy the Ice Crown (as well as 
Lake Mirron). 

Philip Coare from Eltham has also 
leen Midnighting and isn’t too happy, 
jven though he’s succeeded in des- 
roying the lee Crown. The ending was 
hardly the dazzling spectacle I hoped 

.anno! hide Morkin and why the victory 
display is so boring?’ 

The answer's simple, Philip - there 
ust wasn’t room for anything else. Mike 
singleton spent ages trying to fit the 
tame into 48K. and was so stuck for 
tpace that towards the end of his prog- 
ramming stint he had to spend about six 
weeks just trying to save 2K! 

I have to admit, however, that I too 
found the ending a bit of a let down. The 
jnjoyment of LoM is definitely in the 
playingand not in the winning of it, but I 
still think it's a fantastic game and know 
that most readers would agree with me. 
As far as hiding Morkin is concerned - 
well, I think the game would be just that 
teensy-weensy bit too easy if you could 
hide him on his way to the Ice Crown. 

Gary Frost writes in with umpteen 
tips on Heroes of Karn. Up with Tony 
Crowther, he cries, and down with 
Ultimate who won’t write games for the 
Commodore 64. Down with both ol 
them. I say. since neither of them write 
adventures. 

Stuart Henderson is rapidly becom- 
ing an Adventureworld veteran. 'May I 
thank you for my "honourable mention" 
in the September issue. I have received 
scores of letters from some very' frus- 
trated adventurers and I’ve had many 
Thank You notes from people I’ve 
helped. Would it be possible to thank 
Peter May, Paula F.llson, and Gilbert 
Wickham through your excellent col- 

Flattery again, Stuart - it will get you 
nowhere. Please however accept my 
salutations and know that your name is 
inscribed in solid Moonsilver in my 
book of ‘People to Borrow a Gold 
Credit From’’ And don’t worry - I won’t 



The PCG Helpline 

Here are this month's offers of 
help and cries for assistance. 
Please don't forget to include an 
sa* if you need a reply from 



Help offered 

Game: Scoll Adams' Adventurcland 
Contact: Stuart A’Hara, 21 Rockfield 
Street, Dundee, DD2 1 1.D 
Games: Snowball, Lords of Time, 
Espionage Island, Inca Curse, Ship 
ol'Doom 

Contact: Neville Blenkinsopp, 14 
Rush Park, Bishop Auckland, Co 
Durham. DI.14 6NR 
Games: Hobbit, Valhalla, any Level 

Contact; Stuart Henderson. 61 
Stevenson Drive, Edinburgh EH II 
3DU. Tel. 031-444 1826 
Games: Hobbit, Twin Kingdom Val- 
ley, Urban Upstart. Pirate Adven- 
ture. Heroes of Karn, Mystery of 
Munroe Manor. The Golden Baton. 
Ten Little Indians, Escape from Pul- 

Contact: Ian McDougall, 50 Drum 
Brae Drive, Edinburgh. EH4 7DS 
Please note: Anter Butt’s phone 
number (October issue) has now 
been changed. For queries write to 
702 Bolton Road, Pendlebury, Man- 
chester M27 2EL enclosing an sae. 
Help offered on Twin Kingdom Val- 
ley, Golden Baton, Arrow of Death 
Pt I, Wizard of Akyrz, Feasibility 
Experiment. Hobbit, and Pirate 
Adventure. 

Help wanted 

Game: Rescue from Castle Dread. 

Vic 20 

How to get past the mirror? 

Address: Stuart A'Hara. 21 Rockfield 
Street. Dundee. DD2 1 1.D 
Game: Wizard and Princess, Vic 20 
How do I get through the maze? 
Address: P Delaney, 45 Teynham 
Crescent, Norris Green, Liverpool, 
E113BH 

Game: Quest for the Holy Grail. 
Spectrum 



How do I get past the knight who 
says 'NicT? 

Game: Urban Upstart, Spectrum 
How' to take off? 

Address: Neville Blenkinsopp, 14 
Rush Park. Bishop Auckland, Co 
Durham, DE146NR 
Game: Twin Kingdom Valley 
How to kill dragon and find silver 

Address: Andrew Griffin, 40 Harford 

Drive, Watford, Herts WD1 3DG. 

Tel. Watford 23133 

Game: Inferno, Spectrum 

How do you gel past the 7th circle? 

Game: Mountains ofKet 
How do you get to the mountain? 
Address: Andrew Stoddard, 81 
Ashfleld Square, Berryhill, Bucknall. 
Stoke-on-Trent, ST2 9LW 
Game: Urban Upstart 
Any help appreciated 
Address: Lee Taylor. 25 Ennerdale 
Drive, Sunnybank, Bury, BL9 SHY 
Game: Hobbit 

How do I escape from the Goblin's 
Dungeon? 

Address: lason Spencer. 25 

Brookfield Avenue. Sutton. Surrey 

SMI 3QW. Tel. 01-643 6886 

Game: Alchemist. Spectrum 

What or where are the four parts of 

the Spell of Destruction ? Address: P 

Hunter, 23 Pinder Street. Lower 

Wortley, Leeds, LS 12 5LH 

Game: Ship of Doom 

How do I get the key through the 

keyhole? 

Address: Benjamin Bowden, 135 
Maplewell Road. Woodhouse Eves. 



To enter the l telpline. either to request 

your problems and make friends with 
other adventurers. 

^ Send your name, address, problem, 
a postcard to Adventure Helpline. Per- 
Slreet. London W] A 21 IG 

receive many calls Be sure that other 
people in your house are happy to have 



stop giving people your address - see 
this month's Helpline. 

I always read your amazing maga- 
zine’ begins the next letter, and by now 
the White Wizard was getting so big- 
headed that he had to order a larger size 
of hat. '1 have scored 1.024 points on 
Twin Kingdom Valley the letter con- 
tinues. ‘but I can't find out what to do 
after achieving this score. Please can 
you help’. Yes. Andrew Seaton, 1 can. I 
suggest you buy another game and gel 
top marks on that one as well! Once 
you’ve scored 1 ,024 points on this game 
and have discovered the Secret of Life 
there really isn’t much more to do. 

Finally, an angry letter from Dean 
Knight of Stockport. ‘.Are Vic owners 
giving you death threats because you 



never give our poor old Vic a mend 
Maybe I won’t go lo such drastic n 

very angry Vic owner. Just when will 
Vic get a mention on your pages?’ 

Dean. I'm truly sorry about the 
I’m also sorry about the Dragon and 
Orie/Atmos. The sad truth is that tl 
machines arc poorly supported tl 
days. I know there are games arounc 
them but these are mostly old titles. 

However, if there IS anyone out tl 
writing new material for any of the 
popular machines then do please ser 
in. In the meantime I shall do my I 
best to get hold of some software for 
starved Dragon/Orie/Vic/Eleel 
owners. The White Wizard has given 
word, and his word is not lightly brol 
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The Activision Eight. 




PITFRLLn 






Eight very 
different titles 
with one thing 
in common. 



The Activision 
touch of gold. 

For more details contact Activision (UK) Inc, 
15, Harley House. Marylebone Road, 
London NW1. 

"AcWisioN 

Your computer was made for us. 









The Ultimate challenge from Slogger for spectrum, commodore and BBC owner 
Contact Andrew Hllbig or Mark Holkeron 0634811634 or 41622 




HELP! 



Con*"! 



ssSSs 
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ALWAYS tff lETYOU 
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Another set of amazing specials from the i 
software house with the reputation for | 
fast machine code action, high resolution 
graphics and unbeatable quality. 

Gamesto keep you enthralled. 

Games to get hooked on, but 
never bored, because once 
you've started you'll keep fo 

coming back for more. , M 






“Absorbing and realistic - 
Highly recommended” 

- Sunday Times, February 1984 

“Completely fantastic - 
I want one!” 

- Charlie Nicholas, Arsenal striker in Big K, 
April 1984 

“Having chosen your players 
the match highlights are 
then displayed in very good 
animated 3-D Graphics. 

. . .There are many other 
excellent features in this 
game in fact the attention to 
detail is outstanding 
(5 out of 5)." 

Popular Computing 
Weekly- J/r i m « 

16 August 1984 « “ 



Some outstanding features of the game 

• Matches in 3D graphics • Transfer market • Promotion and relegation • F.A. 
Cup matches • Injury problems • Full league tables • Four Divisions • Pick your 
own team for each match • As many seasons as you like • Managerial rating 
• 7 skill levels • Save game facility • Financial manipulations • 4 divisions and 
customising feature • You can even be sacked! 



Available from computer software stockists nationwide, including & 



OS: BBC Model B £7 95 
Spectrum 48K £6 95 
ZX81 16K £5-95 
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getting rid of the Spectrum and hopes to 
get an Enterprise - if and when it's 
available. He recorded his Chamber 
entry score of 1 1 ,084 on a friend’s '64. 

Gianfranco Manini is a 15-year-old 
from Glasgow, with a genuine accent to 
prove it. He's a '64 owner and, like 
Richard, has ambitions to be a program- 
mer. )ust now he's starting to learn 
machine code. Gian’s pretty keen on 
outdoor sports as well as indoor, and is 
school champion at 100 and 200 metres. 
Maybe it's this kind of training which 
helped him to a score of 11.117 on 
Decathlon. 

Both competitors arrived in London 
suffering slight train-lag from their long 
journeys, but quickly revived when they 
saw the prizes donated by Activision - 
five new tapes for the winner, two for 
the runner-up. 



Challenge Chamber 



Two micro athletes risk the dreaded high-score test room 






A t last! The real decathlon con- 
test of 1984. Forget Daley v. 
(urgen. That was just a trans- 
atlantic mega-bore compared to the 
joystick hammering that look place in 
the Challenge Chamber when Maz- 
zaferri took on Manini in the supreme 
test of athletic skill and endurance: 
Activision's Decathlon on the Com- 
modore 64. 

And they’re not Italian. They're from 
Scotland, where people have given up 
tossing cabers and taken up waggling 
joysticks. 

Richard Mazzaferri should be familiar 
to PCG readers as the Chuckie Egg 
man: he holds the current PCG record 
with a score of 10 million plus. But 
there's more to him than that. For a start 
he isn't even Scottish, let alone Italian. 
Richard is Australian, but came to the 
Challenge Chamber from Aberdeen 
where his family have been living for the 
last four years. 

He's 16 and has had a Spectrum for 
six months, in which time he’s not only 
clocked up that Chuckie Egg score, but 
also taught himself machine code. He’s 



Stamina 

Both warmed up on the track, gently 
waggling their joysticks to get them to 
maximum responsiveness before the 
contest began. Soon they were under 
starter's orders for the first of the ten 



events - the 100m - in this great test of 
stamina, technique and guts. Off they 
went, arms and legs pumping on screen, 
joysticks blurred on the table. The eye 
couldn’t separate them, but the clock 
gave victory to Gian in a time of 9.52 
seconds, a mere six-hundredths of a 
second ahead of Richard. 

Straight over to the pit now for the 
long jump. Speed counts for a lot here, 

accelerating in the last third ol the 
runway - didn't pay off this time. His 
first jump brought a disappointing 7.87 
and the exclamation, 'Damn'. 

Richard had the better of it, reaching 
8.55m with his first jump - the best of his 
three. The pressure told on Gian. Strain- 
ing for a big one on jump two he fouled. 
Playing safe on jump three he made a 
paltry 7.69m. So Richard had made up 
the points deficit and went into the lead. 

Sportsmanship 

Next came the first strength event, the 
shot put. Here disaster befell Gian as he 
fouled on all three attempts. But sports- 
manship saved him. Accepting that his 



THE GREAT 
DECATHLON DUEL 






crucial. If they got very similar scores 
Richard would probably take the gold 
medal. If Gian could win convincingly, 



Exhausting 

So, these two supremely fit joystick 
wagglers settled down to the exhausting 
finale of a great contest. They set off at a 
gentle pace - there was at least three and 
half minutes of this to come. At 600m 
:hey were still level and the first beads of 
sweat were beginning to roll down their 
ired faces. On and on they went, their 
Jodies bending ever closer to the screen 
ts fatigue caught up with them. 

At 1300m it was time to start thinking 
ibout putting in a sprint finish. Calling 
jn their last reserves of energy, they put 
,'verything into their joysticks. 

Richard seemed to have little left: 
3ian waggled and pulled away to breast 
he tape in 3.35.77, while Richard came 
hrough in 3.36.90. The scores: Richard 



1 1 . 1 06, Gian 9,940 - but with one event, 
the shot put, still to come. Gian needed 
to score 1.167 to win -and thatmeansa 
pretty hefty put. 

The big one 

His first attempt went 21.59m - 1153 
points. Not quite enough. Tension 
mounted in the Challenge Chamber as 
he prepared for his next throw. He 



The scores to 
beat 

ARABIAN NIGHTS (CBM 64) 

*21,125 Paul Turton. Nottingham 
*21,050 Andrew Miles, Bridgnorth 
*21,025 Adrian Keasley, Walsall 

BEACH-HEAD (Spectrum) 

* 703,280 Matthew Smith, Wickford 

Essex 

* 605,000 W. Rotchell, Corsham, Wi 

* 546,000 Jason Latif, Ruislip, Midd; 
BONGO (Vic 20) 

*11,027,500 Paul RoUertshaw, 

Hatfield, Manchester 

* 3,002,000 Paul Caines, 

Wolverhampton 

* 2,790,000 Ronnie Stewart, Lethar 






312.550 Jason Robinson, Darlington 

289 5(tn lonatkon VI 6 



* 542.420 Steven Bell, Barking 
*333.790 Paul Maidment.Tilehurst 

HUNCHBACK (Spectrum) 

* 8.540,600 Richard Johnson, King's 

Lynn 

* 8.692.100 Henry Featherstonc. 

Prestatyn 

* 5.281,000 Raymond McCormack, 

Kirkcaldy 

JAMMIN' (CBM 64) 

*887.06! Duncan Heath, Norwich 

* 699.573 Cameron Heath. Norwich 

* 421 ,570 Pierluigi Cerrutti. London 



Mark Johnston. Arbroath * 450.300 Luke Patterson Star 
*285.898 Mark Ernngton, Stanley. Lines 

Co. Durham 

* 252,1 13 John Dunne, Streatham. LUNAR JETMAN (Spectru 

LHndon *382.520 John Elliott, Falkirk 

DALEY THOMPSON'S * 317,870 Nicholas Booth. Cleve 

™ HL ° N +203,810 Datid Martin, ganisga 

*612.846 Martin Hughes. Bedford 

*205.039 Nicholas Gunn. REVENGE OF THE MUTAN 

Dunfermline CAMELS (CBM 64) 

* 183.927 Mark Gunn, Dunfermline * 2.956.068 Scott Walsh, Batley 

DECATHLON (CBM 64) * 2.600.000 Andrew Jones. Presta 

* 1 1 .125 Gianfranco Manini, Glasgow * 2 ' 287 ' 000 J om Rur ><>" 

*11.106 Richard Mazzaferri, Glasgow Saxrmmdham, Norfo 

* 1 1.008 Paul Stamp. Rcdcar SHEEP IN SPACE (CBM 64) 

ENCOUNTER (CBM 64) *1831.352 James Atherton. Shcf 

*632.200 Julian Venus, Winchester *1.240,000 Tom Burton. 

* 194.500 Mark Hula. Bristol Saxmundham. Norfo 

FORBIDDEN FOREST (CBM 64) * ' **“ 

* 1,001,088 Stephen Campbell. SABRE WULF (Spectrum) 

Dumfries * 7mins. 29secs. (50".. ) 

* 841.401 David Martin, Ramsgate Mark Hibbel. Peterborough 

* 837.241 John Kelly, Castleford * 7mins. 30secs. (61".,| 

FORTY NINER (ZX8 1 ) KSSS*K>«U 

: "i,::; stop the express 

Wrington, Avon (Spectrum) 

* 30.150 Paul Greenlcy. Hull * 14,730 Jamie Westwood. Brigho 

FRAK1 (BBC) Yorks 

^12jW0 J^av^Bu^nore. Pembroke Cumhenituld. Glasgow 

I II dare the Challenge Chamber (This portion to be filled in by witness) 



BOZO'S NIGHT OUT (CBM 64) 

* 50 Pints (ulien Lusk, London 

BUZZARD BAIT (Dragon) 

* 86.100 Derek Liddle. Hartlepool 

CHARIOT RACE (Vic 20) 

* 7101 Kevin Smith, Twickenham 



Address 



Address 

Telephone no. (if possible) 

Occupation 

I confirm that the above claimed score isger 



tone no. (if possible) 



Signed 



Machine 

scored on (date) 



Post this form to Challenge Chamber, Personal Computer 
Cjames. Evelyn House, 62 Oxford Street. London W1A 



| in a game lasting 
| Signed 
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A QUALITY LIGHTPEN 

for use with the SPECTRUM computer 



I p. US'- 3 SOFTWARE 
PROGRAMS 



oft. at will, to assist drawing, 

• Flexible erase capability. 

• All drawings can be saved tc 



5ygi)us Two Computer Games 

We only sell the best and we will send out your order on the same day we receive it! 



PC GAMES 
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AT LAST MICROMEG A KINGS OF 
SPECTRUM GAMES BRING THEIR 
QUALITY TO THE COMMODORE 64. 



£ 8.95 



m 



TRICKS 'N TACTICS 



h high scoring lay 



Staying alive in Combat 



At the start of each game u 



Durell’s Combat Lynx for the 48K Spectrum features stunning 
30 graphics and an extremely demanding task. MD of Durell, 
ROBERT WHITE, reveals how to survive. 



the minefield you will prob- 
ably be receiving reports of 
attacks on the other bases 
These may not always be in- 
stantly fatal but you are well 
advised to respond as quickly 
as possible Load up with the 
maximum quantity of wire- 
guided anti-tank missiles, a 
few mines, and some heat- 
seeking air-to-air missiles and 
fly to save the attacked base. 

The unguided weapon sys- 

relatively ineffective, but do 
save a great deal of weight. So 
after laying some mines your 
best course of action is prob- 
ably to load up with the light- 
l cr weapons and hit the 
mobile enemy vehicles (lor- 
riesand tanks). 







Ten tips for Frankie 



Frank Stein, that wacky and entertaining platform game fon 
the 48 K Spectrum was a hit in our October issue. It comes 
from PSS so we asked their programming manager CAMP- 
BELL McCAUSLAND to reveal his tips on playing the game. 



voltmeter if it gets too high, way to complete them is to 
but make sure you're going to wait for the creatures to get 
be safe whilst paralysed: into the right pattern so that 

2. When trying to deactivate you arrive at a spring just as 
the monster, take a few mo- one of your foes is moving out 
ments to study the layout and of the way. Once you have hit 
positioning of the obstacles on the right combination 
before starting, as timing is memorise it, this will save you 

| die key at this stage. a lot of grief later! 

3. Beware of using a spring 8. A few screens enable you to 

when one of Frank's crea- jump on a spring and activate 
tions is above you. Even if the the tripswitch from below, 
beast is a level above the one watch out for these, it may 
you're trying to reach, Frank save you precious seconds, 
could head butt it (this is very.' 9. On deactivation screens, il 
terminal!) you have to wait for a crea- 

4. When collecting the bones, ture above to move out of the 

go lor left halves first. You way. don't hang around the 
have to get the bits in the right springyou want to use. That's 
order the way to wind up with a 

5. Always think twice before cannonball between the eyes! 

jumping or sliding down on 10. Remember that it takes 
an unfamiliar screen, remem- time to slide down a pole, so 
her that it's not always easy to go before a creature is out of 
get back up again! ‘ " the way, he'll be long gone by 

6. Watch out for ice running the time you reach the bot- 



location. If you quickly head 
to that co-ordinate position 
you should have a real 
'turkey-shoot' as all the rein 
forcements will still be close 



r joysticks you will have to set 
up a new keyboard definition 
and then save it on a separate 
| blank tape. Re-defining the 
keys or joysticks is straight- 
forward except for the last 
three prompts: Base Man 
ningj Position, and Number. 

The Base Manning key 
would normallv be the SYM- 
BOL SHIFT, which when 
pressed with a Base Number 
key (normally Q.W.E.R.T or 
P) would tell you the state of 
your troops at that base. Simi- 
larly. the Base Position key 
would normally be the CAPS 
SHIFT. The confusing bit of 
the key re-definition sequ- 
ence is the 'Base Number key 
which would normally be 
ANY ONE ol the keys in the 
row that contains Q.W.E.R.T 
and P. So after you have been 
given the Base Number 
prompt, if vou press ANY 
ONE of the keys in the row 
that starts A.S.D and ends 
with ENTER, your new base 
number keys will be redfined 
with A = Base I. S=Basc 2. 
and ENTER - Rase 0. Now 
you know' why il takes so long 
to train helicopter pilots! | 
P C GAMES IIS 





from micro-athlete Karl 
Wadsack of l : ordingbridge. 
Hants based on Activision's 
version for the CBM 64. 

JOYSTICKS. You need a very 
strong joystick with a good 
wide base and a large arc of 



vault and practice planting 
11 pole right in the b 

you to work out P at 90 
degrees isn't always the best 

100M. |ust remember to 
start wiggling when 'get set' 
flashes up to get as near as 
possible a flyer on your oppo- 
nent. Wiggle frantically for 



THROWING 
EVENTS. Do 
not waggle the 



400M. As for the 100m. but. 
if at all possible, conserve a 
little energy', because the 
1 10m hurdles follows. 

110 HURDLES. The same 
technique as for the snrints. 



DECATHLON BUGS 



clear each hur- 
dle safely - 
one trip slows 



(Spectrum) 



1 1 0m H U RDLES. Wait at the 



LONG |UMP. If you makea start position. After the gun 






. short jump, landing 
about lem after the line, the 
I ittle bloke goes wrong. He 
reads it as over 200m. With 
this I can gel over 70.000. 
Stephen Albrow, 

Ouiton Broad, Suffolk 
HIGH JUMP. If you you arc 
good enough to get to 2.37m 
ill the high jump, you can 
jump L NDER the bar, All 
you do is keep your finger or 



has fired, do not run but wait some cases 

until the timer reaches whole Dec 

970:000 - this lakes about Ion. 

nine minutes. Then run as 1500M. 

quickly as possible (no need killer 

to jump over hurdles) to one event - tr 

stride before the finish line ing is vital, 

and stop. technique 

Bynowthctimershould been to t 

read about 985:00. Now. wail my right h 

at this position until 999.99, (|‘ am 

then lake the final step to pass handed) 



the jump key when just under over the line. Because the 



roughly 



the actual bar. This allows 
you to get as high as 2. 7 1 m , 
way between but then the bar 
your starting automatically falls off. 
position and Martin Lea. 
the throwing Solihull, West Midlands 



k waggle during 



timer resets to 000:00. y< 
finish time should read a 
mere 000:30 (and gai n you 
lots of points!) 

Martin Cleaver, 

Hull 



speed will drop di 

LONG |UMP. The 
technique is very similar 
to that of the throwing 
events (especially .Javelin). 

Conserve energy' during the 
run up for a concentrated 
burst over the last 10-15m. 1 




halfway through the 
stride of the run up The 
take-off position is quite diffi- 
cult to judge. 

HIGH JUMP. Over the ear- 
lier rounds keep a constant 
but fairly brisk pace during 
the run up, making sure that 
you conserve energy for the the whole 
higher jumps, and particular- real need 
ly the 400m which follows. 

The best technique is to 
accelerate into the jumps so 
that the heel of the jumper opponent it has the uncanny 
just passes in front of the bar. 

POLE VAULT. ' 



high jump, accelerate into the 



*i causing you t 
all will to continue )ust look 
at your stick and concentrate 



GALAXY 

(Commodore 64) 

By holding down the F7 1 
while pressing the other keys, 
one can play the game in slow | 



FOOTBALL MANAGER | 

(Spectrum) 

*" 'ou pressa key during 
itch highlights the screen 
I will change and you will get 
another chance to score. 

Tim Bowden, 

Wrington, Avon 



Astra 



aid 
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used for a flyer at the 
id the gruelling last 
(print. This conserves 
energy for the sprint which 
*' 1, but practice a 

hands or this tech- 
nique will be useless. 

And some more sugges- 
from Tim Bowden 
of Wrington, Avon. 

100M. Just concen- 
trate on the speed bar. 
Don’t hold the stick, 
but quickly knock it 
back and forth. Learn 
flick . 
badminton. 

PUT. Launch just 
before the line. Keep wag- 
glingin mid-air. 

400M. Waggle madly, but 
use RUN/STOP when you 
want a rest. ( Cheat -Ed). 

POLE VAULT. Learn 
trajectory patterns. Wiggle in 
mid-air and plant pole at last 
possible moment. Release 
when pole is vertical. 



Zia Chaudri and James 
Fragel from Morden, Sur- 
rey reveal their winning 
ways with Ad Astra, the 
48K Spectrum game from 
Gargoyle. 

you fire while trying tc 
dodge planets between eacl 
.. tile piancts seem tc 
: higher, allowing you to 
safe at the bottom of the | 

Dll sheets 1,2,4 am 
v groups of aliens ec 
toward you. stick to one : 

| of the screen. As soon as 
aliens fire, move to the other | 
I side constantly shooting. 

" On sheet 3 let any part of I 
r ship get fired at apart 
n the 1-1. Keep the tip oi l 
r firing range 
touching the alien ship. 

' Sheet 5 try not tc 
| cornered by two or t 
ny ships as they zig-zag to j 
bottom of the screci 
|Concentrate on trying to ki 
ship at a time, and < 
quickly as possible. 

1 5. Finally, on all sheets try n< 

‘ >ve further than needed 
slight touch of eontrolsj 

I expected. This could result in | 

| destruction. 
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Ultimate pokes I 

Andrew Cousins reveals how lo obtain extra lives in Lunar fetman 



and Trans-Am. 



LUNAR 

JETMAN 



Basic loader by entering: 

When the ok prompt app- 
ears on screen, stop the tape 
and type in (or load from 
another cassette): 




us program and 
restart the tape which should 
continue to load as normal. 
When the game starts, 



lives. (You can have a lower 
number of lives by changing 
the value in line 60 - but 255 
is the maximum). 

Despite these extra lives, 
the game will still end if your 
moon buggy is destroyed - so 
if you can't shoot down a 
missile you should sacrifice a 
life by deliberately crashing 



TRANS-AM 



To obtain unlimited lives, 
stop the tape after the main 
block of code has loaded and 
press break. Then enter: 

POKE 25146, 0:CONTINUE 

Restart the tape -the 
progam should continue 
loading as normal and 
autorun. 



ZORGON ZAPPING 

Advice for Oric owners on Zorgon ' s Revenge (IJK) conies from 
‘Kremen’ofBarkingside, Essex. 




FORTY-NINER 

To kill the rats, wa 
they're following you. Then 
go down lo the snake’s nest 
and move to the right. The 

snake goes up the tunni 

ing most of the rats. 

Richard Hall. 

Tamworth, Staffs 

DALEY THOMPSON'S 



the stick up and down.T 



ARCADIA 64 (CBM 64) 

Don’t buy it 

Bowden, Wrington, 



SPIDER MISSION. First 
wail until the bird has re- 
leased the first egg, then care- 
fully run to the quicksand and 
wail till the rope changes 
direction at your end. Then 
jump forward to catch the 
rope, swing across, and the 
second the rope changes 
direction, jump off. (The tim- 
ing is easy if you hold down 
the 'right' key while on the 
rope and then just touch 
'jump'.) 

When off the rope, run 
stright under the spider. Let 
the lift go once and then jump 
on it when the spider is at the 
top of the thread. Run along 
the top platform, jumping all 
the time, fo the flashing di- 
amond near the monster. 
Stop, then jump upwards and 
hit the diamond. 

Make your way back to the 
jift, running and jumping, 
jump on it, then off again 
when it’s near the bottom 
(but clear of the spider). Wait 
for the bird to go before you 
get back on the rope. This 
time let the rope swing twice 
before jumping off and run 
back to the start. 



SPACE MISSION. Keep in 
line with the cuboid at most 
times until it is quite near, 
then move out. Keep shoot- 
ing. Stay close to the centre as 
this is where the freighter 

QUADNOG MISSION. 
Run towad the beast, jumping 
his lower lasers when they are 
about 1cm away. Jump for the 
white, higher laser when it is 
teem away - this will reflect 
the laser to destroy the beast. 
Get on the lift to the first 
floor. Wait until the first laser 
disappears, then run past and 
stop when it appears again. 

Repeat this process with 
the second laser, and so on. 
When you have hit the 
flashing diamond, run and 
jump back, (the lasers arc 
deactivated). Take the lift to 
the top level and kill the 
second beast. 

BIRD MISSION. At the 
beginning just run along 
dodging the falling eggs until 
you reach the shelter at the 

Wait for a bird and then 
walk along underneath it un- 
til it swoops a little. Then 



jump and it will carry you to 
the second level. 

Run along the bridge, 
dodging eggs until you are at 
the far side. Walk to the edge 
of the ledge (you should have 
both feet on it). Wail for the 
bird to pass. Jump forward, 
pressing ‘jump’ and ‘left’ 
when the bird’s height lowers 
a little. 

When you are at the top 
level just run across at your 
leisure (unless you’re on the 
hard level in which you will 
have lo dodge the eggs) . 
LOWERING THE STONE. 
Run across most of the way. 
then let an egg drop in front of 
you. Now run the rest of the 
way and hit the switch. 

CASTLE MISSION. Run 
forward, only jumping when 
a rat's tail is teem in front of 
you. Hit the fire switch, then 
turn back carefully and run 
back to the other switch, 
jumping every so often so that 
a rat’s tail doesn't catch up 
with you. 

Repealing this process 
three times will complete the 
game I won't tell you what 
the final fanfare is like! 



Revving at 
Full Throttle 

Advice on Micromega’s 3D 
motor-cycling game for the 
48K Spectrum comes from 
Michael Thompson of Lon- 
don who's achieved a first 
position after five laps of the 
Silverstone track, 33.93 
seconds ahead of the field. 

1. Always keep left put the 
wheel of the bike close to the 
far-left of the track. 

2. When turning right, if 
there are any bikers near, go 
off the track a little bit and 
turn on the zig-zag part. Keep 

finished (and the bikers arc 
not near you). This actually 
GAINS time. 

3. When turning left, adjust 
the angle of the bike to the 
angle of the track, 

4. Always keep your hand 
on accelerate - do not brake 
(Lunatic! - Ed) 

5. When you are the leader, 
keep up this routine and you 
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inning ways for Wally 



this then you will be able to ladder on the other side of the 
avoid hazards more easily. chamber. This ladder will 
2ND JOYSTICK: When lead you to the slide which 
trying to collect the second finishes near the checkout, 
joystick, follow these steps: TRAPS: There are many 

1. Push Wallie into the wall traps, dead ends and crca- 
on the far left. 2. Tap the turcs to avoid, so remember 
joystick to the right so that the following. Anything that 



joystick to the left, jumping to spikes. Death Blocks, 
twice. 5. When the joystick which lead to dead ends and 
has been collected, jump to Chasms, some of which lead 
the right immediately. to spikes and others to huge 1 

THE SUPERMARKET: It drops, 
is best to explore the super- BONUS: To gain max- 
market at first, finding the imum points, try leaving ob- 
locations of the food/objects, jects close to the checkout 
Remember il you have only alone, and then after offload- 1 
more object to collect do ing your last five items, collect 
enter into long stretches these and return for a high : 
:re retracing your steps is bonus! 



impossible, as you'll have a 
bigger chance of losing 
another life. If possible, keep 
yoursteps to a minimum. 



FOOTNOTE: Don’t give 
p on parts of the supermar- 
et which don’t seem possi- 
le. Explore it to the full and 



When trying to pass the learn from your experiences. 



land and over the last fireball. SOLDIERS. Similar to stage 

10. TWO ARROWS. The 6. but after jumping the first 
same as stage 6, but look out! arrow you must wait for the 

11. TWO FIREBALLS, soldier After jumping the 2nd 
Quickly jump the 1st turret, turret, you must jump verti- 



„„ tht w 1 

'„«***«“*“ 1 

,lue and grey ... T . 



soldier. 

13. FIREBALLS AND 
SOLDIERS. As 11. 

14. FOUR BELLS AND 
TWO ARROWS, jump onto 
the first bell as you jump the 
first arrow. Similarly lor the 
second bell. Then jump 
quickly onto the next hell. 
Finally, jump onto the last 
bell as you jump the 3rd 
arrow. Wait for the arrow 
above to go and jump onto 
the ground, then over the 
final arrow immediately. 

15. ESMERELDA. As 13. 







’seat- 
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Selected titles available from: John Menzles, Co-op, Bi 

Harrods, Wildings, Granada and most good 
computer shops. 
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SOFTWARE 


Tiger Drakes RfcR 65 ™ GH S^ET, GOSFOETH, TYNE & WEAR, NE3 4AA. 

’ TEL- (091) 2644966 
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(SU/DE 70 THE UNIVERSE FART! 
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/rHONE NOW* 
FOR OUR FREE 
COLOUR 
.CATALOGUE 



OQQfflaHQBQBEDDE 

electron b . b . c . micro 



fe Imprisoned by the evil warlord 
E Nogrob the Terrible, Jack the 
■ intergalactic hitchhiker must 
jf collect fuel pods from the other 

( side of the garage to refill the 
waiting starships. With a fast 
diminishing oxygen supply, an 
erratic Turbopak, and a band 
of nasty Space Googjies to 
contend with. Jack certainly has 
problems! 

COMMODORE and ELECTRON CASSETTE PRICE £6.95 



soq m a a □ 




Wpnone now* 

FOR OUR FREE 
COLOUR 
.CATALOGUE 



Deadly sub-atomic particles 
have^escaped from the high 
security research lab. Trap Q 
the darting Leptons as they 
zip around the room. 

Speed is essential as the Q 
heat-seeking Chasers 
. a^are forever on your 
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Its easy to 
complain about 
advertisements. 
I But which ones? 




Every day is . 

CHRISTMAS DAY 4 \ 
WITH ? €| 
‘SPECIAL 
DELIVERY’ FROM 
^CREATIVE 
^SPARKS 

. Mike thft Ctwfstmu i««Hy 



BARGAIN HUNTERS 

DO IT WITH ZEAL 



SPECTRUM SOUND BOOSTER 



SPECTRUM POWER REMOTE SWITCH 
£2.95 



For: Spectrum, Commodore, Atari 
BBC(1 player) 

BBC (2 players) 

DRAGON 

Programmable interface (Spectrum) 
Wizard Joystick Interface 

For BBC (2 players) 
Joystick Converter for QL 
Saga Emperor Keyboard 
ZX81 . 16K Rampack 
All prices inc. VAT &P P 



Zeal Marketing Limited 
Vanguard Trading Estate 
Storforth Lane 
Chesterfield S40 2TZ 
Tel. 0246-208555 



PC GAMES 





K WATCH OuT^s 
FOR OUR NEW 
PACKAGING AND 

4~\catalogue 



pi j ^ 




U"\/t 












How to teach your Micro 
a thing or two 



Thousands of home computer owners have yet 
to discover their microcomputer’s potential to help 
with many of the problems and decisions that come 
up every day in the home or office. 

Perhaps you have always promised yourself that 
you would teach yourself programming, but have 
been put off by manuals which seem to assume a 
lifetime spent studying computer science and 
mathematics. Maybe you have looked at other 
computer books, but have yet to find one which is 
free of unnecessary jargon or where the program 
examples bear some relevance to real life and not 
space invaders. 

Relax, your search is over. 

The 'Learn BASIC' tutorials from Logic 3 are 
the latest development of a teaching method 
pioneered by Professor Andrew Colin and perfected 



by testing on 3 generations of students at Strathclyde 
University. The ‘Strathclyde Method' has been 
translated into 8 languages and used by over 300,000 
microcomputer users. 

'Learn BASIC’ is a jargon free, step by step, 
course in computer programming, which explains 
everything clearly in English, not computer talk. In a 
matter of hours you will be writing your first 
programs. 

'Learn BASIC' is designed for people who want 
to keep abreast of the computer age, for people who 
realise that understanding computers is a key to 
future success at work, at school, and as a parent. 

Get ‘Learn BASIC’ and teach your micro how 
to be useful! (Available from major branches of 
W.H. Smiths, Boots, Laskys, Greens, John Menzies 
and better computer shops nationwide.) 



‘Learn BASIC' tutorials 
Logic 3 Spectrum Club 
Logic 3 Commodore Club 
(64 and VIC owners only) 




# 



Sinclair Spectrum 
Commodore 64 
Acorn Electron 
BBC Microcomputer 
Dragon 



LOGIC 3 



To Logic 3 Ltd., FREEPOST, Mountbalten House, Victoria Street, Windsor SL4 I HE 





bubble bus soft 
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' up quality programs a vanaoie 
from all good retail outlets or direct from 

Ml Bubble Bus Software 

87 High Street 
Tonbridge 
Kent TN9 1 RX 

V Telephone: 0732 355962 

Telex: 95151 

lib 



bubble bus software 







HUMPTY DUMPTY 






COMMODORE 64 
SPECTRUM 48K 

£6.95 EACH 






Address 



The Illustrator 

is imminent 



Now you can add graphics to your 
Quill Written Adventure. 

For use in conjunction with 

The Quill Adventure Writing System on the 

48K Spectrum. 



Please rush me an order form and full details of 
The Illustrator for the 48K Spectrum. 

I enclose a stamped addressed envelope. 



GII.SOIT 

30 Hawthorn Road 
Barry 

South Glamorgan 
CF68LE 







vascomplete- 



extraordin- 



only one army. Careful su 
reinforce orders in future cc 
(he Commune to build up 
threat to both the Dominioi 
Federation. Federation war-1 
trying to put a brave face on 
night, but there is no doub 
Super-power is now in a ra 
ward position. 

So w’hat will happen nex 
Y our votes will decide, . . 

This month's moves 



■ the foresee- 
e. who have 



to build 



conquered country AND a staggering4 1 
armies to defend it. What happened was 
as follows: 

Both Olgrish and Norland cast greedy 
eyes on Aberstrof. and both superpow- 
ers attacked. Following the rules of the 
game, the attacking forces were so large 
that the attackers suffered no losses, 
although of course the Commune forces 
in Aberstrof were wiped out to a man . 



the Federation s 11. The Federation Olgrish AA, BikoniaRL 
armies, therefore, had to return home , r . rn _ 
empty-handed - only to find that .. FEDERATION 
HORROR! ... The Union had invaded K"ephet BK Norland /V 
Norland with a crushing force of 30 Vindrish BA, Zorg SV 
armies while their backs were turned. As COMMUNE 
a result (and as dictated by the rules) the. Borgonia AH calvria BT 
11 returning Federation armies were ElmetAF, RorgliaBA, Ab 
promptly captured by the Union. 

Meanwhile, although pushed out ol UNION 




JK SOFTWARE &THE COMMODORE 64: 



Together We’ll Make Your Heart Beat Faster 




ALL PRICES FULLY INCLUSIVE OF VAT ar 

Unit 3c, Moorflelds, 
SOFTWARE Moor Park Avenue, Bispham, 

Blackpool, Lancs FY20JY 



LIMITED 
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PAGES OF POSSIBILITIES 1 
FOR VOUR miCRO J 






ATMOS 



Programmes required lor most computers. 
Cash purchase or royalties. 




PAGES OF POSSIBILITIES... 













SPACE 

ADVENTURES 

far the VIC 20 







FANTASTIC 

GAMES 

for the 
VIC 20 & 

COMMODORE 64 



SPACE 

ADVENTURES 

for the 
VIC 20 & 

COMMODORE 64 



Four colourful, bright and attractive computer games books for kids from 
nine to fourteen. All they need to know is how to type elementary 
programs into these bestselling computers before playing any one of 
the eight different games in each book. The games are interesting 
and varied, the language used is BASIC and there are guidelines on 
making keying easier and designing games programs. 

With 48 full colour pages in large 

format paperback these books are ,y' * 

fantastic value at £2.95 each. > 0I-2W0200 § 

Available from all good computer | " " >* « .»■ ™ 

book stockists. \ jf/ 












.Terminal Software Games, 
are available from - 



International 

Alpine - New Zealand 
Karokasli — Austria 
Ozisoft — Australia 
Soflbyte - Finland 
S.P.I.D.- France 



Retail 



Distributors 



TERMINAL 



Bulldog 
Centresoft 
ESD Electronics 
GJU 

Gordon Howson 
Lightning 




R & R Computer Games 
Solomon & Peres 
Tiger Trader 
Twang 



Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-761-4321 





86 LEVELS 



BOULaen dash 



&ELLEER 

Dfl5H“ 




State Soft Ltd, 

Business & Technology Centre, 
Bessemer Drive, Stevenage, 
Hertfordshire SGI 2DY, 

Phone (0438) 316561. 



Statesolt^ 



JQaally 3>metlunj 
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Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd, 
SI. Austell Cornwall PL25 5JE 
Credit Card Sales £3 “HI"* > 
Phone 0726 73456 . . 



» Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

\ or WEBS TERS SOFTWARE 
J 0483 62222 



For your COMMOi 



Our intrepid 
hero’s BACK. 

In his latest action 
packed adventure! 








Multiple Combat Scmmos 
Full Aerobatics 
3-DGrapfiics 



MicroProse Software 



0. The Parkway Ind 



| WH SMITH WILDINGS WOOUVORTH 

Telephone'. 021-359 3020. Telex: 33726^ 



iB7 4LV. 





An exciting venture 
into the depths of the unknown. 
Journey through the catacombs 
of rooms killing Snakes, 
Oafs, Snappers and the Ghost 
that guards each set of doors 
to yet another deathly dungeon. 
You must enter and leaveeach terrifying 
room within a limited time but avoid killing 
your own “Clone” or you lose your life. 
One Joystick Required 
CASSETTE £8 DISK £9.95 




3DLUNATTACK 



luna landscape Equipped with th 
iridium laaers. duodec missiles, rac 
navlgaoon and shields penetrate I 
Seiddab defences and head towar 

silos and Hoverfighters, you must 



Monitor the stack displays of altitude, 
heading, velocity and aircraft type. Sea 
the radar for blips and trails. Develop 

A highly acclaimed simulation of one < 
today's most demandingjobs. by Mik 
Male for any Spectrum, Commodore 6 



i Robot, Viollnis 



graphic adventure by Kim Topley for 
the Spectrum 48K. Commodore 64, 
BBC Model B* and Acorn Electron’. 

SRPE7.9S 



HEVftOn COflMlLCAfO 



LflSKYS 



Available for 

COMMODORE 64 ATARI 16K 
DRAGON 32 TANDY COLOUR 





Danger 
Ranger must 
collect ten keys 
from *he Chamber of 
W Pasha, whilst warding off 
& m the Floating Urns, Radio- 
[\ f active Bats and Roving 
| ^ f Eyes. Then he must face 
I I the Acid Chamber to collect 
' all the Treasure Chests, 

avoiding not only the drops 
of acid, but shooting the 
four demons which guard 
the chamber. Five levels of 
Play. Sound Effects. High 
i Speed arcade action game. Full 
colour graphics. Machine Language. 



Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd, 
St. Austell Cornwall PL25 5JE 
Credit Card Sales 
Phone 0726 3456 



CASSETTE £8 
DISK £9.95 








Available on the 48K Spectrum 

©Brodeibutid ™ 1984. 

Licensed to Software Projects. Produced by Software Prelects. 





You really can't go wrong with any Level 9 game 
as they are all brilliant." crash Micro Sept 84 



> Return to Eden is the long-awaited sequel to Level 9's top-selling Snowball 
adventure, set on the weirdest planet ever. Now it's here with 240 locations; 
masses of puns and puzzles and with hundreds of pictures in the 
,amstrad, CBM 64 and Spectrum versions. 



One of the best adventure games 
I have ever had the pleasure to get 
■ my hands on. I can recommend 
Dungeon Adventure without the 
slightest fear of being 
contradicted. This is a massive 
, sojourn into the unknown; 



"The Saga of Erik the Viking . , . 

' r a remarkable Adventure game 
I fy it carries all the hallmarks of a Level 
| f 9 Adventure-problem, textdisplay 
and size of map - with graphics of a 
I y~\ standard i have not vet seen before;-, 

I ^ in an Adventure; ™ 

| * - computer s viaeo Carnes oct Be 

j i thoroughly recommend these u 
| Ljl Adventures, they are excellent 
'~f. l value for money. No self-respecting \ 
I Adventure-addict should be , 1 
I without them, l believe Level 9 are \ 

I producing a series of Adventures , 

k which should be regarded as 
v\\ classics; - Page 6 Juiv M'S 



nothing short of brilliant; rush out 
and buy it. While you're at it. buy 
their others, too. Simply 
smashing! - y our 6a June at 



Level 9 - arguably the producers 
of the best adventure games in th 
uk - have done it again. Lords of 
. Time Is a sparkling addition to its 
stable of winners. 



Available from the HM V Shop and good 
computer stores everywhere. If your loc 
dealer doesn't stock Level 9 adventures 
yet. use the coupon to buy them from u 
or ask him to contact: Centresoft, 
Microdealer UK, Lightning, leisuresoft, 
RSR, Lime Tree. PCS iswi, MCD. 
Wonderbridgeetc. 



I ENCLOSE A CHEQUE/PO FOR £9.95 1 
CASSETTE OR £11.95 PER OISK 



lone of those listed below with at least 
32KI. Send coupon to: 

LEVEL 9 COMPUTING 

Dept 3". 229 Hughenden Road 
High Wycombe, Bucks. HP13 5PG 
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Available on the 48K Spectrum, Commodore 64, 
Dragon, BBC, Amstrad, Oric/Atmos 
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